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is a shadow in 



the darkness, 
as elusive as a dream. High 
above the seamy streets of 
\ GOTHAM, he is a criminal's 
^nightmare. The only hope for a 
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Seven distinctive computer opponents. 
Ask fw advice from an> computer opnouiol. 



I seSeiup Mode to devise scenarios for analysis. 
Play "duplicate" tribhage. Hep la v later using the 
same curds. 

Special setup allows computer phi vers to compete 
against euch other. 
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Zero hour has fin oily arrived with Hie 
first issue of ZEftO - the brand new 
magazine for you, the 1 6-bit and 
consoles games player. Apart tram a really 
stylish magazine packed with review*, 
previews, competitions, hints and tips, 
we've got two amazing full price games on 
the cover tor free (i.e. rather a 'bargain 
price 1 ]. You won't find these games 
anywhere else - only with ZERO. 

Oh, and ZERO Is your magazine so If 
there's anything you particularly like (or 
hate!} or anything else you'd like to see in 
it, write in and let us know. Now, hurry up 
and blinking well read on...-* 



GAMES LIST 

Wont to locate a review or 
a preview fast? Every one is 
listed here in our ZERO 
quick reference guide. 



8 OI! 

News and views on everything 1 6- bit 

1 0 PREVIEWS 

Future Wars Powerdnft, Chase HQ 
Untouchables and more... Plus the $T r 
Amiga ond PC Top Tens. 

1 8 FREE GAMES! 

Merv The Merciless and Recoil Two 

completely original full price games - only 
with ZERO! 

32 FLYING TONIGHT 

F-15 Strike Eagle II - compared with fhe 
rest. Plus Duncan MacDonald goes heod-lo- 
head with Mortin Molh on Falcon. 

29 REVIEWS 

Tintin Oil Imperium. Continental 
Circus ond more, 

41 COMPETITION 

Wm a video recorder and 

Untouchables v.deo. Plus ten copies of 
the Ocean game. 



46 UNDER WRAPS 

David MoCandles* yn wraps Intarpfi 
Mirrorsoft's latest 

32 ARTIFACTS 

Computer graph ica 
expert Aian Tomkins 
interviews himself 
aboui art, life and 
driving a number 1 6 
bus out of 
Cricklewood 
garage... 

57 

CONSOLE 
ACTION 

The only dedicated 
mim magazine for 
console owners. 
The Konix Multi- 
system evealed 
plus reams of news 
and reviewsl 



74 

COMPETITION 

Win a Sony stacked CD 
hi-fi system plus 25 Stridor 
games and T-shirts. 

76 STUFF 

Er... just o lot ol 'jhiff I 

81 CHIP 
SHOP BOYS 

Renowned musicologist Tim 
Ponting shares a saveloy 
with Tlrn Si men on of 

Bomb The Boss. 



83 COMPETITION 

Win a mega ScaJexrric sel and some 
mucho brilb Ferrari kir. 

80 ARCADES 

Dosh Eaters goes one hundred percent 
doolally over Dragon Breed 

91 DEJA VU 

New versions of existing tiHes * now here! 

93 CRYSTAL TIPS* 

*And Alistair. Mr Heli full-colour map, 
Spherical solution plus POKEs and Binky 
Berkmonn's debriefing. 

103 

THE PRICE IS RIGHT 

Leslie Growths r soys/ Come on down lo Ihe 
budget basement" 

105 SUBSRIPTIOHS 

Get a ZERO T-shirt - FREEI 

1 08 ADVENTURES 

Mike Gerrard - the man wfth the beard I 

111 YIKES! 

Your pages - so Fill 'eml This month - 
Jeremy Beadle s about, Bob Mc Alpine 
Junior's Buiding Tips. Give Or Take plus 
loads more. 
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13 Last Stunt man CRL 
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12 Plnkall Magic Loricle-lt 

12 Power drift Acti vision 
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14 Soldier 2000 Artronic 
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VERTHE 
WORLD 
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here's been 
many a yam 
told in the 
games biz 
ibout Microprose's Yankie- 
iggles, spitoon hillbilly, 
raw-chewing High Chaperal 
MD. J Wild' Bill Stealey. 
I ntrcpid as the ZERO staff are 
(hem) we decided to interview 
the Big Willy himself, down in 
tumble weed cactus land. 
After a few 'a ccide nta T 
turnings to Disney Land, 
Beverly Hills, andthe 
Whitehouse, we managed to 
exchange a few topical words 
wilh him as he wing-walked on 
a WWII US fighter atabout 




T'»»r g oe* for a 'ipbt' wfrh 
'Wild' BIN St* al# r 

28,000 feet 

"Er f Bi\\," we exclaimed las 
the plane and our stomachs 
whipped into a loop- de loop) 
"Whaeaaa.. . Whaaaaaa ,. . 
What's your - aaaaaahhh 
hhhh," (plane and lunch 
spiralsdownwardsj "What's 



ONGUE SARNIE 



Activision is about to release a handful of American titles, most intruiging 
of which is Tongue Of The Fatman which involves a wrestler whose 
stomach opens to reveal a deadly tongue. More violent if less grotesque, 
are the deadly machines in Mechwam or which includes advanced three 
dimensional solid-fill graphics. This effect is also included in Death Track, a 
racing simulation complete with a working rear view mirror and a high tech 
dashboard, Bruce Willis fans will be most interested in the release of Die Herd 
a counter terrorist game based on the film of the same name. 
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ZERO points awarded to De Gale 
larketing and its lame excuse for th« 
dden disappearance of the Quickjoy 
range of joysticks last month. Could it t* 
to do with certain Spectra video legal 
beagles getting heavy over the fact 
that some Quickjoy models iook i 
bit like the Quickshot? And the ' 
name? Well chalk and cheese 
certainly doesn't spring to mind 
r that quickly. No, the Quickjoy 
r sticks have been taken off the 
r market because of 'civil unrest' in 
^^Thina. where the sticks are made. Yes, 
Pnd the ST can double as a coffee machine 



ft PC | Apologies io Silica Shop for a rather 

large coch-up we made In the pilot 
issue of 7 FRO In iUitl wonderful compel it ion 
with three Amigaa end ST's up for grab* we uirf 
that SDL were giving ificm 41 way, In actual fact 
i hi- i- m mm* I y geoerout company wee actually 
SiUc.i Shnp Than hi v«'»y r>nit;li I.hJs Ami stirry 1 




yaurcompany uptown Blighty 
these days?" 

"Son of a- T he observed, 
noting our presence for the 
first time, " Hell and bury ma 
head in a calf s rump, boy! 
Watchya botherin' me all wi' a 
dang darn fool gazzumpin' 
questions like 'at afore? An da 
why's your all shirt gotall 



those diced carrot all u wer it, 
musky? Ask the cotton-pickin' 
I i mey s w hat we' re a 1 1 a do Ing 1 
Dng nabbn 1 " 

One welcome landing and 
several emptied bladders 
later r the Stealey-eyed chap 
told us that Micro prose, 
Micro Style, MicroStatus, 
Firebird and Rainbirdiabels 
(Bill won the last two in a lasso/ 
calf-delivering compo last 
'fall') would have spat out no 
less than 18 dang titles by the 
end of the year, Shucks! Not 
only that, but the first ever 
'Prose games will be making it 
overto the Nintendo real soon, 
via Konamiand after weeks of 
pacing apprehensively down 
the corridors, and after 
monthsof hard labour, 
Microprose has finally given 
birth to the long overdue F- 19 
Stealth F/gfirerarcade 
machine. Watch out for itearly 
next year! 




■ M I I I,, J' II ■ M ■ Mil 

HIFT,HUT,HUTJ 

Virgin Mastertronic is all into 
arcades these days and of 
course the Sega Master- 
System. However it did [ell 
us that it'tl.be launching a 

new range of budget 
software and, for those of 

you bored of watching 
Liverpool win everything in 
sight, an American import 
called Quarterback. 
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IT'S THE REAL THING 



CRL could be back with a bang over the next few 
months -and that's not just because it has won the oh- 
so naughty Playboy licence Ifsalso gamed two more 
promising licences in the shape of Laurel And Hardy 
and Coca Cola no less. The Playboy game will be called 
Pla yboy Gotf, the o n ly na u g hty b i ts bei ng th e ca d d ie s t ha t 
make the legendary Chesty Morgan look like a Norfolk 
landscape. It shou Id be out next month at £20 on ST, Amiga 
and PC, CocaCola International Athletics t the decathlon 
could make it for Christmas, whilst Laurel And Hardy will turn 
up on the Amiga after Christmas. CRL assures us that this last 
number is a totally new game (nothing to do with theawful 
Advance effort of a couple of years back! and will feat ureal! 
sorts of live footage and interactive stuff. 
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THEY SLIMED 'EM 



Interceptor has gone green and 
released DebutiST and Amiga 
£24.99) in which you attempt to 
save a planet that has been 
nearly destroyed by man's 
ambition and greed. 
If on the other hand you 
prefer killing things to saving 
them then Outiands 1ST and 
Amiga £19.95), a vertically 
scrolling, two player shoot 'em 
up, might be more your scene. 

And if that isn't enough it's 
also releasing two more Qames 

Xenomorph 1ST and Amiga 
£24.99), a fantasy role play set 
in the future, and The Bloody 
Mfe (ST and Amiga £14.95) an 
arcade - cartoon skateboarding 
adventure. 




Rememberwhen 
those little 
Darlings from 
Code Masters 
were living pretty 
close to Starville? 
Sunday paper there, 
TV interview here - 
they even managed 
to get into Car 
magazine. Well 
the image- 
makers 
behindall 
that,Lynne 
Franks PR, are* 
back, and 
they've taken 
on the PR for 
Sega and three 
Acti vision games 
Bomber, 
Powerdrift and 
Ghostbusters //.They'll 
be doing more plugging 
than an electrician, so 
prepare for the first ever Top 
O f The Pops hostedbyaga me s 
con so I e a nd the chance to win 
Powerdrift wa 1 1 pa per i n a five- 
day Daily Mtrro r CO m po. 






You may know thai 
Michael Baxter is a 
well known PR 
person but you 
probably don't 
know tic's also a 
female Russian spy. 
{That's a he* Ed} And 
did you know that David 
Ward ol Ocean used lo run a 
Holler Disco in Hollywood 7 (£>... cut tt 
out Edf And ihat System 3 5 Litre is 
releasing a new seal culling game called 
Cosh Em where you drive ground hi three 
Ferraris bashing the poor little creaiures 
over the bonce so you can re upholster 
your Ferrari s ashtray! (The last statement 
was completely untrue! Edf Don t you 
believe il II you want lo know what's 
rumoured lo be happening oul there in 
software land then On The Grapevine will 
be telling you how it is! (And possibly 
how itisnt ! Ed! Consider ihe beans now 
spill.,, 

Mirrors oh has |ust grabbed the 
licence to Back To The Future //-should 
be out in 40C08C Empire releases Or 
Doom 's Revenge in November, while 
Titus will be on ihe Wild Streets in late 
December Both games will sel you back 
£24.99 Dragonstayer. which is due oul m 
January, wilt set you back somewhat 
lurcher, £2044 95 lo be precise Okay 
E44 95 

US Gold has slid nol finished partying 
since it managed lo ley its hands on the 
contract lor Turbo Outftun, which it II be 
releasing whenever it leels tike it! 

Accolade promises some excellent 
artwork with Ihir rcle^c ul Ony 0! Ttw 
Viper Who cares 7 it's also hringing nut 
Blue Angelsxhc American equivalent of 
Ihe Red Arrows 

Addictive reckons that its new arcade 
challenge, Hyperforce is so demanding 
ihat u s issuing a warm up game, called 
Artificial Dreams, with every Special 
Limited Edition II you survive all this then 
prepare for Aquanaut an underwater 
adventure m ihe soiril ol all Iho^o 1940 s 




aci ri nuns mar comes wnn a warm up 
program called Wet Dreams 

Anyone warning lo gel mio games 
marketing could do worse than hang 
around the offices of Big Apple The 
company has ceased trading and is now 
attempting lo sell off ils producl and 
licences lo ihird parties 

Cascade/Artromc won't be bothering 
lo buy any old Big Apple licences It's just 
obtained the licence for ihe American 
game Unt verse UK by Omnilrend Ms 
taken two and a half years lo develop so 
should be hoi stuff. So should 
Grandslam's Saint Ami Greavste \a 
football in via game I much like ihe the 
oeoule themselves 




aciuatly. is ihe fact ihat Eleclrocain, 
importers of all those arcade games, will 
he starting ils own label, the lirsl release 
being Mr. Do's Wild Ride Winch 
Hlrniiqely isn't about someone's birrare 
la vat tn Li I hah its 

And finally - St Dragon is an arcade 
conversion not unlike Silkworm and 
should be out next year And a Mole al 
Gremlin tells us thai il is workiog on 
bunging a famous S-bit character to the 
16 bit biggies 

See you next month when we II have 
uncovered even more dirtv rumours' Have 
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FUTURE 
WARS 



The future's not looking so 
bright. It's looking positively 
gloomy in fact. Aliens ore 
invading, bombs have been 
primed and Stock, Aitken 
and Waterman are still 
producing records. David 
McCandless took his rime, 
tried to think of a time gag y 
failed, and plumped instead 
for a sneak preview of 
Future Wars, Palace's arcade 
adventure - a sort of cross 
between Richard 
Cloyderman and Doctor 
Who, 



DOCTOR WHO? 

In Hie olden days, (before Peter 
Davidson) when everybody 
watched Doctor Who and used to 
wet themselves over the 
cardboard and cling -film monsters 
and avalanches of polystyrene 
racks, everybody loved that ward 
Tardis. "You stupid Tardis!" was 
the *lm* insult, and "Did the 
Tardis move for you" was the 
common post -coital cliche. But did 
anyone really know that Tardis 
was actually an abbreviation that 
stood for Time And Relative 
Dimensions In Space? (Spook!) 



The game's from Paris-based 
record company-cum-software 
programmers Delphine. In fact it 
just happens to be Richard 
Clayderman's record label too r and 
apparently the plush Parisian office has 
portraits of the frog-prince bursting 
from every orifice, Yes, we like Richard 
too. More importantly I probably) is the 
fact that the record/computer double-act 
is about to spawn a joyous single of 
Future War's soundtrack - on CD! 

The story-line deals with the usual 
time paradoxes and alinn invasions. 
Sometime in the future some greedy, 
and no doubt green and salivating, 
aliens want to colonise the Earth and it 
seems that we pesky humans are in the 
way. The alien armada bundles towards 
our planet, ready for war, but finds itself 
balked by the amazingly effective SDI 
system, which blankets the Earth, So 
the aliens change direction. Quite a 
drastic change in fact, since they travel 
back in time to plant bombs at key 
paints in the Earth's history, They 

choose Medieval, Prehistoric 
and Futuristic ages. You are un 
wittingly drawn into this time 
terrorism and become the only 
saviour of the Earth. 

Future Wars adopts the style 
of the Sierra On Line arcade 
adventures, with each screen 
more like a work of art than a 
set design of blocks as in other 
'arcade adventures'. 

The real beauty of this type 
of game is the freedom you're 
given. You explore every niche 
of a screen: look behind all the 
bushes, cross rivers, open 
doors, operate phones, talk with 
travellers at a tavern, dance 
merrily across the lawn with no 
clothes on.,, er, well maybe not 
the last but certainly all the rest! 

You begin a humble window 
cleaner, poised on a platform 
half-way up the glassy facade of a city 
skyscraper, It's a bit detached from the 
opening sequence, when a spaceship 




1 Tke opening set) 
between Star* Wan 
Encounters, A massive UFO §11 das 
dawn whilst humans attack It and 
then systematically disintegrates 
them, lands — and a lap I Yav're a 
window cleaner an a skyscraper. 




mean nothing, but could mean 
something if they didn't mean 
anything | think. (What? Ed], A It ay 
Is secreted under the carpet — what 
could It unlock? (Speak!) 




S Wh#rt yew examine a re 
object, a blew -up of It paps up 
screen. Here yaw sea I've been 
hawing quite a nose around, and 
uncovered a map an the wall, e 
typewriter and an a 




teleparf ream, I suspect there are a 
tew thing* I matt manipulate and a 
tew mere Inneandas t must make. 
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3 Ah -hah, f 
itaffeldinO 
buttons, tut Hiere might be ether 
ebjacti lurking around. Every nook 
and cranny of every Itroafl muit be 
systematicalty explored, since mast 
ebjact* appoor completely mole** 
but faecema Inturtatingly invaluable 
in later levels. 



lakeside location, dotted with trees 
and bush**. The labs'* surface 
ripples in the sunlight as Mocks of 
birds wheel about fn the distance. 
I could almost fall asleep here, bvl 
I've got taverns to visit, monks to 
avoid, and wolves fa bill {hint). 




{scooped straight from Close Encoun- 
ters) descends into a forest, fraizling a 
few innocent picnickers with some 
careless laser-beams. But this is Future 
Wars, and in a few locations time you're 
guaranteed to be zipped back and forth 
through time like the Doctor's Tardis. 

Moving about each screen is a 
simple case of pointing the mouse on 
the place you want to go, and your 
character will wander over To skirt 
objects you simply perform a quick 
series of mouse aerobics, 

The right mouse button pops up the 
interaction menu. A command line 
appears and you can build up an 
actions order for your character The 
verbs are Examine, Take, Inventory, 
Use, Operate, and Speak. 

To Examine an object you must be 
Standing close to it, or else the increas- 
ingly pessimistic computer pulls the old 
'You're not close enough' line. The 
same applies for the Take command, 
which puts the specified object into your 
inventory. You can carry an unlimited 
amount of objects in your inventory, but 
you'll find that as you solve the puzzles 
the objects you've used disappear. 

The Use command applies to objects 
in possession, whereas Operate is used 
to manipulate things like beds, buttons, 
door knobs and other things with 
potential for sexual innuendo. When 
you select the last verb, Speak, you 
can't actually specify what you want to 
say. Instead your character just makes 
polite conversation with any nearby 
people. Unfortunately, your man is a 
little short of charisma, and the Speak 
option can t be used to talk yourself out 
of a difficult Situation (i.e. being faced 
by a blood crazed alien mnja and his 
humming thermo-cannon). 

Oral interaction is essential if you 
want to progress through the game, as 
are honed aural passages (that's ears' 
to you!) to eavesdrop on other people 
chatting, enabling you to pick up 
important duos and info 

Puzzles require both thought and 
finger power and lots of imagination, 
For instance, in one situation, the roof is 
sinking, ready to squish you flat; you 
have to be quick to type in the security 
code or else it's pancake time. 

The puzzles are HARD Well ard in 
fact! Mouse positioning is everything, 
and some solutions can hinge on a few 
pixels. Gut that's the challenge, and I 
think Future Wars will keep any gung- 
ho, hamster-strangling, games Grand 
Master happy and quiet land off the 
hamsters) for months. 



WHAT'S WHAT 


TIT Li 


Future Wqti (Time 
Travellers) 


PUBLISHER 


Palace /Del phine 


PRICE 


£74.9$ 


FORMAT 


ST/ Amiga 


RELEASED 


November 



ZERO 



n 



I In this wide open hall yew meet 
tome old geeier with a heard who'* 
very important to lb* story, Stey and 
the mm loner will wax an at great 
length, finally enlightening yew to the 
story end background and hour the 
kids of today take tech liberties. 
And*. "Oeeh! hasn't the price of 
biscuit* gene up? - It was never Ilk* 
Kali in the war... " 



p Who '» afraid of the big bad 
wolf? Mt, I *usp*ct f after seeing 
Mia si so of Mil » lupine (look it up - 
J had 1 **f Ed} tur- rug -mother- 
mega -natty -dog -face thing 
(Phew! J. It I'm wetting myself fast 
with the thought of approaching 
the hevnd and killing It, I'd hate 
to be inside my underpants when I 
do get near it* 
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1. BLOOD MONEY/Psygnosis 

2. POPULOUS PROMISED 
LANDS/ Electronic Arts 

3. RED LIGHTNING/ SSI 

4. STORY SO FAR VOL. 3/Elite 

5. NEW ZEALAND STORY/ 
Ocean 

6. PI RATE S/Mic ropro s e 

7. SPACE QUEST 3/lnfocom 

8. XYBOTS/Domork 

9. INDIANA JONES {ARCADE)/ 
US Gold 

10. WEIRD DREAMS/Rainbird 




"Ever since I was a young boy 
Play PinhaSl Magic from Loriciels 
'co» it's out on ST for €19 99 
and PC and Amiga for £24.99 later 
this month . 



M00NWALKER US Gold 



You've seen the film.., er .... well no, nor 
have we, so it can J t have been that 
much of a hit, or maybe we're all just 
desperately untrendy. But US Gold, 
where everyone is seriously trendy, 
liked the film enough to make a game 
out of it. So with a can of Pepsi in one 
hand and an oxygen mask in the other 
let's get off the wall and take a look. 
First meet Mr Big, he's the baddie and 
he plans to rule the world (pretty 
cunning eh?i. Just for starters he's 
kidnapped some of Michael's good 
friends and Michael is angry, well quite 
cross anyway, 

Now Michael is not just your 
common or garden pop star. Michael is 
heavily into... transformation. ""So 
what?'' you cry. Well listen we're not 
talking new noses or permed hair herE. 
No we're talking serious transforma- 
tions. Thanks to a shooting star our 



hero can transform himself into a flying 
car, a silver robot and even a vast 
spaceship. All very useful, though 
embarrassing if it happens at the wrong 
moment "Hello mum I want you to meet 
Michael.,, er,., Michael has this little 
problem but its nothing to worry 
about... honest." 

Well it may be a handicap during tea 
with the in-laws but for fighting Mr Big's 
evil soldiers, transformation is essential 
The final conflict sees Michael in the 
form of a giant spaceship using a 
forcefield to reflect the rays from Mr 
Big's huge laser gun. 

All this makes for some pretty wacky 
graphics. Combine these with battle 
and chase sequencer anr! it all sunn! . 
like classic games material, Find out just 
how classic when it's released in 
December on ST, Amiga and PC — 
could be a ThrHler? 
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ThSi shoot 'mm up, coin -op 
conversion from Ocean has 
token Europe by •form and 
should be hitting the street* 
this month on ST r Amiga and 
PC. Canal throws you deep 
into one my territory with little 
more than a single-shot rtflo 
for protection. All you have to 
do is blast your way through 
numerous ranks, helicopters 
end § unships plw* a whale 
army ef baddies. 



L&$t Swntman from CRL is the game 

that'll let you prove you're tough with a 

capital off, With four scenarios to choose 

from r parachute, bar room brawl, cable 

car and Zombie Alley (which looks 

alarmingly like the ZERO office on a 

Friday evening) the game puts you in a 

straight contest between yourself and 

one other guy. Parachuting may sound 

easy, but not when there are two of you 

and only one 'chute — losing hurts. Out 

later this month on the ST and Amiga, 

price £19.95. 
▼ 





SCORE 

C'COOOO 

TIME 
OT : 37 



[Quo 
LED - 



toons 



THE UNTOUCHABLES Ocean 



This is the latest blockbuster from 
Ocean - the people who brought 
you Batman. The Untouchable* 
will have six. exciting arcade -style 
sections that put you in control of 
Eliot Ness and his elite squad of 
Mafia-busters, Each level is taken 
from a scene in the film, which 
was set in the Chicago of the '20s, 



ruled by Al Co pone and his mob. 

There's the warehouse bust, 
the border raid, alleyway shoot - 
out*, the hostage scene, the final 
rooftop duel, plus the railway 
station cliffhonger (complete with 
runaway pramlj You can take on 
big Al and his gang sometime in 
November on ST, Amiga and PC, 



A Combining elements of 720 and 
Paperboy, Gremlin's Skidz has you 
alternating between a skateboard 
and BMX, lipping round the town 
collecting money whilst avoiding the 
grannies, workmen and multitudes 
of other hazards which litter the 
roads- It looks good on the ST, but 
absolutely spiff a on the Amiga, as it 
uses the full screen area! Due out on 
all formats in November, and the 
price? £19.99, 




1 . BLOODWYCH/Mirrorsoft 

2. POPULOUS PROMISED 
LANDS/Ele<tronic Arts 

3* TARGKAIM/Gainstar 

4. NEW ZEALAND STORY/ 
Ocean 

5. XY&OTS/Domark 

6. RVF/Microstyle 

7. DUNGEON MASTER/ 
Imqgeworki 

8. STORY SO FAR VOL. 3/Elite 
9* BLOOD MONEY/Psygnosi* 
10. S.E.U.C.K./Pelace 

CONTACT 
Firebird 

Contact, an enormous space game, 
starts with a force of weird and 
wonderful aliens wiping out the 
entire crew of your space station. 
Weil that was a nice quick game 
wasn't it? Oh hang on, the ship- 
board computer controlled droid is 
still working, and it's your jab to 
guide it round as it surveys the 
damage, collects any useful items 
and fends off the invading hordes. 

As well as out- shooting the 
aliens you'll be well advised to out 
think them too. They respond to 
your actions, so a little thought 
might save a lot of effort, Of course 
if thought is too demanding for you, 
you can always just go in shooting 
from the hip for whatever ship- 
board computers have in place of 
hips.) 

Contact is out this month on both 
the ST and Amiga at £24.99. 



: - ft 
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CHART 



1* KINGS QUEST/Sierra On 
Line 

2. CHESSMASTER 2100/CP 
Software 

3. OUTRUN/Kixx 

4. ROBOCOP/Ocean 

5. WATEKLOO/PSS 

6. RICK DANGEROUS/Firebird 

7. LICENCE TO KILL/Domark 

8. THE DUEL (TEST DRIVE II)/ 
Accolade 

9. CURSE OF THE AZURE 
BONDS/SSI 

10. LEISURE SUIT LARRY 11/ 
Sierra On Line 




CHASE HQ Ocean 



Charts supplied by the Virgin Computer 
Games Shop at the Virgin Megastore on 
Oxford Street and Tottenham Court 
Road. Tel. (01)631 1234 



If Nig* I Manselt ever decided to 
become a speed cap. Chum* HQ 
could well became his game. In 
fact it could be one of the most 
thrilling 3D driving games yet, 
when It'* released oil 5T and 
Amiga fust In time for Christmas. 
You and your buddy strap your- 
selves in a turbo-charged 



Poncho and go off In pursuit of 
nasty trims driving a mega 
range of soup ad-* up motors ever 
five levels. 

You'll chase the villains 
through city streets, across 
bridges, through tunnels and 
along dirt-tracks In your bid to 
ram them off the road. Out teen. 





Shoot up I he terrorists and 
rescue the hostages (do try and 
get it the right way round) in 
Artronk's forthcoming release, 
Soldier 2000. look out for it 
later this month on ST and Amiga 
priced at £19.99. 



FIGHTING SOCCER Activision 




Burn rubber in DMS's Drivin' Force 
which is out at £19.95 on ST and C24.95 
on Amiga. Not only can you race but 
you get loads of vehicles to choose 
from including jet skis for The yuppies, 
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TRUE STEREOSCOPIC 



YOU WON'T BELIEVE YOUR EYES 



B l V O N D THE 

BLACK HOLE 

m 




Strap on your exclusive GrenoVision 
goggles (included) and get sel lor Ihe 
most spectacular visual effecl you'll ever 
see on a computer screen! Beyond The 
Black Hate, I lie world's premier full-col- 
our-True Stereoscopic 3-D computer 
game. Hold on lor the wildest ride you've 

c»ci nail 



And il you ever want lo gel back.you'll 
have to deal with the bizzare creatures ol 
The BLACK HOLE: Skufls that spm, 
charter and taurtl. Cheshire Cats lhat 
pop up then disappear, Lips that enhce 
and kill with a smrle. Magnets that exert 
an eerie pull, Eyeballs lhat follow your 
every move and dozens more. 



M 



N D 



C A 



For further information on Mindscape Products and your local dealer contact: 
Mindscape International Limited, PO Box 1019, Lewes. East Sussex BN8 4DW. Tel. (044 486) 545/547 
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With modern athletes pockets often 
loaded down with more drugs than 
the average NHS dispensary, 
players of CRL's International 
Athletics will be relieved la know 
that they need nothing stronger 
than o cup of tea to make their bid 
for gold. Both versions are £19*95. 




MANCHESTER UNITED Krysalis 



"Ere anyone wanna buy a football 
team? It's in good nick, just needs a 
little bit of fine tuning. Alright guv I'll 
come clean, it's Manchester United 
but I mean yer know good quality's 
difficult to come by these days," 

If you fancy your chances at 
succeeding where so many others 
have failed Iwe give Ferguson about 
four months) then have a look at 
Krisalis's Manchester United The 
Computer Game. Designed with the 
co-operation of the club, the playing 
area has been produced over fifteen 
highly detailed screens, keeping the 



players and pitch true to scale. Your 
role in all this can be as either 
manager, star player or aspiring 
player manager, The manager's 
section has "animated icons" so you 
can literally bring tears to his eyes. 

The Qame will 'support' the Konix 
Multi -System as well as being on all 
other formats. The Amiga version 
should be out this month, priced 
£24.95 and the ST in November for 
f 19.95. But be warned, a glance down 
United's injury list suggests that it'll 
soon be signing up all the computer 
players it can lay its hands on. 




KVE Hf*;,,, 

-Btzlra ir *r iff 



According to Barry Norman, "Elvira Fs 
outstanding... well two bits of her 
anyway." If you've never heard of Elvira 
she's the spook host on an American 
horror film show. She's also starred in 
her very own horror film called Elvira - 
Mistress Of The Dark and now she's to 
star in her very own computer game, of 
the same name, from Horrorsoft. Suffice 
to say it's a nightmare! It's out on PC, 
ST and Amiga later this month. 




X 




N ^ T * S * 
* * T * 



SWITCHBLADE 
Gremlin 

People who like us thought Rick 
Dangerous was 'the biz' will be 
ecstatic to hear about Gremlin s 
latest, as it's by the very same 
programmer! We've seen ft up and 
running, and if anything, it's better 
than Rkktl 

Switchblade is a super smooth, 
sonically superior, superbly 
er.... programmed stunner. The idea 
is to charge round mazes, up and 
down ladders, battling against the 
usual collection of meanies as you 
go, hunting for 16 pieces of a 
sword * Why? Who cares when the 
game's this good. It's got tons of 
hidden sections, and oodles of 
pi ay ability. Switchblade will be out 
in November on ST and Amiga. 




TAKE 'EM OUT Artronic 




Take 'fm Out Artromc's new 
arcade game is a rather violent, 
not to mention addictive shoot 
out. No brains but a lot of brawn 
are needed to see you through 
your 5 + W.A.T training (target 
shooting). After that you're on 
your awn and on the streets 
( people shooting). Terrorists and 



civilians pop up from behind walls, 
windows and alleyways. From 
now on it's simply a case of, if it 
moves shoot it. And even if it 
doesn't! It'd be nice if you left a few 
civilians olive and kicking but then 
hell what's a few extra casualties? 
Out in November on ST and Amiga 
for £19.99! 
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NOW do yourself a favour . . . and WIN a Super SEGA 
(See payee 66 & 67 for details) 



NU 

DISTRIBUTED BY VIRGIN MA8TERTRONIC LIMITED, VERNON YARD, POHTOBELLO ROAD. LONDON W 1 1 2DX. 

TELEPHONE; 01-7Z7 H070 



TWO SPIFFO GAMES 




You're one shell blast short of the troppo ward (i.e. totally bonkers) if you don't think this is 
a real bargain. Two completely original full price games and a brand new magazine for 
£1.50. (Or alternatively, two completely original full price games for £1.50 and a brand new 
mag far minus £38.50). Whichever way you look at it, it's a blinking 'steal'! 



RECOIL 




Iff bouncy! It's springy 1 It's 
Recoil. And it's flip pin' brilliant I 
Thanks to Special FX and pro- 
grammer Jonathan Smith, we've 
gat a truly amazing 5T game on 
the cover of this, the first 



Jonathan's a real pro when it comes 
to action packed hits- he's programmed 
a fair tew including Green Beret, 
Hypersports, Batman, Mikie, Cobra, 
Terracresta and Firefty on the Spec- 
trum, He's recently started work on the 
ST and he looks like becoming one of 
the top programmers on this machine 
too - his first effort was the blockbuster 
Red Heat. Gut enough about the pro 
grammer. What about the game? 

Er... what about it? itt's amazingly, 
brilliantly, fantastic. Ed) Oh yes - it r s 
pretty good actually. There's a cosmic 
conflict going on... you know the sort of 
stuff,,, wars raging across the galaxy, 
billions dead, billions wounded and 
even more billions facing destruction. 
It's a very overcrowded universe . 




Everything faces complete obliteration - 
moons, planets, stars and even Nicholas 
Parsons! 

The evil force that wreaks havoc on 
the universe is cold blooded, brutal and, 
worse still, completely random (So it 
might not get Nicholas Parsons after ait! 
Edl Amidst this total Chaos one man lor 
woman, or amazing talking parrot with 
one leg and a speech impediment) 
fights for the faith and the moral right to 
exist. Sounds good so far! 

Anyway you're that man (or woman, 
or amazing talking parrot with one leg 
and a speech impediment) and must 
battle your way through the cosmic 
conflict - an individual crusader. As 
commander of the 'Murderer' Class 
Systems Superlifter "Kiss My Ass" (Do 
what? Ed) you must protect Diddy 
David Hamilton otherwise known as 
EMAR II, a tiny unstable planetoid, 
home of rare energy crystal - who's 



powerful properties are much sort after 
by both sides. 

You control the main surface 
defence gun emplacement which is 
suspended beneath the Superlifter, a bit 
like an oversized Zebedee (or shock 
absorber for all you car mechanics out 
there!!. You pick up energy by collecting 
the crystals ithose things that bounce 
up and down! and depositing them at 
the central ground base. Got all that. To 
put it simply you've got to SHOOT EVE- 
RYTHING THAT MOVES - if it doesn t 
move it's probably a bug! 



CONTROLS 


JOYSTICK 


Left/ Right - SupvHiftor direction 
Up/ (town - Gun turret position 
f 'trm - Photon releat* 


KEYS 


Spocc Bar - Knocks bomb* 




Rmtoit autoboali *■> juit pi at t? it in 
lb* ST and switch on. 
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K**p yotif wsllfltn* fo tfia *ama proportions as Jotky Wllaon 1 s If you 
w«r*t t« lervfva long anough to collect the gams. Oh r and! watch oul far 
tfi* ouiifag border! 



MERV THE 
MERCILESS 




Courtesy of ZERO {and with a 
little bit' of help from Probe 
Software} we bring you Merv 
The Mtrdtess, a rather engaging 
little chain-saw jaunt in Goblin- 
land for Amiga owners ...... 



You control Merv. And what you've 
got to do is walk around collecting 
things, avoiding other things and 
making sure that at no time do you 
touch the four screen borders - because 
they're made up of chain saws, and 
they'll kill you on contact. Avoiding the 
borders on scrolling games iwhich is 
what this is: a four way scroller, viewed 
from above! is normally simple. You 
stay in the middle of the screen, and, as 
you move, the screen moves with you. 

Not so m Merv The Merciless! 

In Merv The Merciless, it's the screen 
that scrolls around on its own, What you 
have to do is keep up with it (i.e. away 
from the edges). 

In an ideal world, this wouldn't be too 
hard really. But as you know, this isn't 
an ideal world {just have a word with a 
Scottish person about Poll Tax if you 
want proof), In the land that Merv's been 
banished to. there are rivers to drown in, 
mazes to get caught in and fand mines 
to be trodden on. With the continuously 
random screen scroll it's very easy to 



panic as the chainsaw blades head for 
you, making you run into something 
nasty, and, well, basically you keep on 
getting killed. Unless of course you are 
fantastically quick-thinking with the 
reactions of a cheetah. 

As if avoiding the edges of the 
screen and all the numerous traps 
wasn't enough to contend with* Merv 
also has to collect nosh (i.e food! and 
dosh {i.e. erm, dosh). If he gets enough 
dosh jdiamonds, gold bars, coins etc), 
he can eventually afford 'the giam 
chainsaw' which'll enable him to cut 
himself a hole in the border fence and 
escape {which means you've finished 
the game). However, if Merv doesn't get 
enough nosh jfruit, bacon & eggs etc), 
you'll see the 'tummy icon' at the top of 
the screen getting thinner and thinner. If 
it gets too thin, Merv pops his cork. As if 
this wasn't enough \ You mean There's 
more? Ed), there's a timer (an egg-timer 
to be exact) ticking' away in the top left 
corner of the screen. You don't want this 
to run out, so you have to top it up. But 
to top it up, you have to find the 'top-up 
icons', which are scatte/ed around - but 
there aren't very many, so use them 
wisely- 

And that, as they say, is that. Totally 
simple but well hard. We'll leave you to 
discover what some of the icons do, but 
here's a little hint about what happens 
once you've got the chainsaw - "the 
timer's got to run out before you can 
escape!" 

So what are you waiting for - go and 
load it up now. Oh. You have already. 
Erm, sorry 



CONTROLS 


JOYSTICK 


Up and Down, LmH and (arm) Bight 


LOAD IMG 


1 Swjfrh on Amiga WITHOUT AUrv 
in the tJriv*. 3 Wail for 'inurt dt«k 
ken' to appvar an d ifwn ln««rt 
Mmrv diik. "If you have a an* 
megabyte Arnica Merv will 
□ ufoboor auiotnrjrKall. 



Here's the story behind Merv The 
Mercifess. 

"Merv's a Troll. A particularly 
annoying git of a Troll, in fact - SO he's 
been banished from the land in which 
he lives to spend the rest of his days i n 
a place which is less than pleasant But 
he can always try to escape, can't he,./ 

Erm, and that's it Yes. It wasn't 
feally much of a story, was it? But that's 
the kind of game this is - downright 
simple, But, luckily, as well as being 
downright simple it's also incredibly 
addictive and blinking hard to finish. 



BIRRA BOVVER, GUV? 

If yen have trouble leading your disk please fake the 
following steps. 

1 - Make sure you are loading the disk into either an ST 
or Amiga. 

2* fry resetting the machine and reloading. 

3. Remove the HP sauce from your disk - which yaw ac- 
cidentia dropped in your lunch. 

4. Alter several futile- att&mps to Joacf cither Recoil (ST 
ONLY) or Merv The Mercifess (Amiga ONLY) - give up! 

5. Place the disk, with a little note explaining the prob- 
lem, along with a stamped addressed heavy-duty enve- 
lope in a jiffy bag. 

6. Send it to 21 HO Disk Returns, Interceptor Ltd., Col leva 
Pork Industrial Estate, Aldermaston, Berkshire RG7 
4QW. 

7* Go and buy another copy of ZERO so you can play the 
games while you're waiting for your new disk. 
8. Go on a camping holiday in Sweden* 
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PRO SAMPLER ST 



¥ 
f 
t 

¥ 
f 



A top quality sound sampling 
system at a realistic price 

100% machine cede moftwuc for 
realtime functions. 
HlHe* sample editing. 

He&itlme frequency display. 

Realtime level meter*. 

Adjustable manual/ automatic 
iccurJ trig level. 



¥ 

¥ 



¥ 
¥ 



Variable sample rate A playback 
■peed. 

Separate scroll Hue wivrfnrm 
window A rwm function with Edit 
windowi fof fine accurate editing. 
3D shot of sound waveform. Wave 
editor to design your own 
waveforms or ad)uat elating on" 
Microphone * line Input 

Software files can be used within 
other music utilities. 



¥ 
¥ 



Amiga version cornea complete 
with "JAMMER" software for 
playback/ sequencing of your 
recorded sample*. 

Lota of uaeful feature*. 

ST version baa MIDI playback, 
option. Play recorded sample* vim 
external MIDI keyboard. 

Complete Hardware /Software 
package. 



ONLY £69.99 please state a soo/ 1000/2000 or st version £59.99 



MIDIMASTER 




1 MEG INTERNAL 
DRIVE UPGRADE 



W Full Midi Interface for A500,. '1000/ 

20O0 !please stale model]. 
B Compatible with moat leading Midi 

package* [Including 0 /Music]. 
^ Midi In - Midi Out x3 Midi Thru. 

S Fully Opto isolated 
NLY £34,99 

MIDI CABLE * 3Matra Length 

ONLY £6.99 



f MEG RAM 
UPGRADE KIT 



M S12K of FAST RAM to bring your 
920 STFM up to a full IQ40KH 

^ Fitting la a straightforward 

soldering Job achieved by anyone 
wbo has b little experience. 

ONLY £79.99 





A TOTAL MIDI MUSIC 
PACKAGE 



¥ 

¥ 
¥ 
¥ 

¥ 
¥ 
¥ 



Replace internal BOOK drive with a 

full 1 meg unit. 

Top quality drive unit, 

Full fitting Instruction* 

Easily fitted, no special skills 
required- 

Direct plug in replacement 

Available now. 

When considering a drive 
replacement remember that 
quality la moat important 



¥ 
¥ 
¥ 

¥ 
¥ 
¥ 
¥ 
¥ 
¥ 



TRACKM ASTER 



Trsckmastet track display unit la a 
must for the disk user 
Simply plugs into disk drive part aj 
the ST. 

Displays track number, disk side 
and read/write status as the head 
moves string the disk. 
Has daisy-chain socket to connect 
external drive 

Invaluable for identifying protection 
tracks etc. 

Two digit LED display. 
Display* up to track S3. 



ONLY £69.99 



Works on both Internal and extern*! 
drive Iswitcbablrl 
Complete hardware solution no 
software required 

ONLY £34.99 




UNBEATABLE VALUE PACK - THE YAMAHA SHS 10 FM MIDI 
COMPATIBLE GUITAR* STYLE SYNTHESISER, THE ACT. VISION 
MUSIC STUDIO SOFTWARE PLUS THE MIDI MASTER INTERFACE 
TO CONNECT TO YOUR COMPUTER SYSTEM 

YAMAHA SHS 10 FM 
SYNTHESISER KEYBOARD 

Superbly styled guitar-type 
keyboard with shoulder n trap 
Top quality bran dn am* , 



¥ 

¥ 
¥ 
¥ 

¥ 
¥ 

¥ 
¥ 



2.5 octave keyboard. 

'AS built -Ln Instrument and rhythm 

choices. 

Use* FM synthesis. 

Full MIOl standard. 

ACTIVISION 
MUSIC STUDIO 

A full feature MIDI Recording 
Studio, 

A multi channel sequencer with 
realtime input and full editing 
facilities, 

Completely menu driven - full 
Mouse control. 



X Very simple to use. 
MIDI MASTER INTERFACE 

¥ 
¥ 
¥ 
¥ 



This unit connects your computer 
to any MIDI in it runic rit 

Fully Opto isolated - MIDI IN. MIDI 
OUT, MIDI THRU. 
Only required for the Amiga] 

FREE CABLES 

3 metre lung MIDI Cable* 
completely PREEM [normally £fi.9dj. 



ST VERSION 

ONLY £79,99 

AMIGA VERSION 

WITH MIDI INTERFACE 

ONLY £99,99 
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EXTERNAL 3.5" DISK DRIVE 




K Sumiinr extra low profile unit 

only 6" Ions' 
M Top quality drive mechanism. Fully 

ram paliti-le 
M Thiraughport alios™ naifty -chaining 
other drives Amiga unlyl. 
A mpf fbly styled raw finished In 
f Dtnputcc lu lours 
I meg unformatted caparHy 



CttOd length, cable for positioning 
on jour desk etc. 



AMIGA VERSION SINGLE 
DRIVE 

ONLY £69.99 

ST VERSION 

ONLY £89.99 with 

FREE OCR ART STUDIO 



I 
f 

S'^TWIN DISK DRIVE ONLY £129.99 

ADD E5 FOR COURIER DELIVERY IF REQUIRED 

(AMIGA ONLY) 



EXTERNAL DRIVE SWITCH 



^ Switch In/uut of external drives. 

S £*ve an memory allocated for 
dnvei net currently kn uae. 



AMIGA VIDEO 
DIGITISER 



I l»i 236 display with 16 grey 
: r. vcL* 

K Retltlmf frame grab l/50th 
kc Dad. 

ft Tikes standard composite Video 
Input bom camera or Video 
reorder. 

\ Screen jpdate 1 frame per second. 
■Ingle, contlnuou* or buffered 
dhiplay. 

S Load, Save facilities including tFP 
T Bar*. 

f Edit pktore, cut, copy, paste and 

ft Special e fleet », reverse, negative. 

mirror, compress, etc. 
ft Increase the width of the display 

to 320 i 2-5$ aulnmaticaUy or 
rfLMtiaUy. 

ft Plug* Into the pa tall eJ port of youl 
r Amiga ] 000/500 ,'20O0 
ft Cornea complete with its own 
power pack. 

ONLY £89.99 



^ DF I ft DF2 controlled. 

ONLY £9.99 




MENT 
MOUSE 



We High quality direct replacement for 

mnuii on ST/ Amiga. 
^ Tenon glides for smoother 

movement. 
W. Rubber coated ball for minimum all p. 



^ Optical ayatem counting - POO/ mm 




Special offer p frve mouse 
mat # mouse house 
f worth C7.93L 

ONLY £29.99 

COMPLETE (STATE ST OR AMIGA! 



ST TIMEKEEPER 
CARTRIDGE 



Tae correct time /date every time 
you twitch on jour ST. 
Work* with most GEM type 
implications 

tUttcTj backed Clock/Calendar. 

On board Lithium battery for extra 
long life 

Displaya In 12 or 24 Hr. format. 

I •-, rne» complete with Ml up dink Se 

alarm clock utility. 




ONLY £29.99 



Available with /without calendar/ 
chick option 

fiUn ply plugs internally into A3 GO 
•lot. 

Switch In/ nut with switch supplied. 



5.25 EXTERNAL 
DISK DRIVE 



fAdd an external S.2S Disk Drive to 
your ST, • 

w; Utt W track iwit enable 

^ Date 720K1I 

*. Ideal for PC Ditto etc. 

f Attractively atyled in computer 
colours, 

fComti complete with Ita own 
pawei supply unit built in. 

*i 5 25 Dtia* are much cheaper t«H 

ONLY £99.99 



¥ 
f 

¥ 

^ Fitted in minutes no soldering etc, 

¥ 



Accepts 4 1256 DRanu [lero K 
RAM fitted,. 
K With calendar/ dora onboard time/ 
slut r automatically booted. 

S Battery backed to retain time/date. 
NLY £19.99 
FOR STANDARD CARD TO 
AC CEPT S12K 

ONLY £34.99 

FOR VERSION WITH CLOCK/ 

CALENDAR 

NB THESE PRICES ARE FOH. HOARDS 
WITHOUT RAM CHIPS, PHONE 07S2 
744707 FOK RAM PRICES. 
PHONE FOR LATEST FULLY 
POPULATED BOARD/ RAM PRICES. 




GENISCAN GS4500 ST/ AMIGA 



™c5 




r^5aiJH 



An easy to handle Handy Scanner 
featuring 10S mm scanning width 9t 
400 dpi resolution enables you to 
reproduce graphics A teat on your 
computer screen. 
Adjustable switches lor brightness 
ft rontraat. 

Print nut for Epson compatibles, 

With Genlacan you have the ability 
to easily scan Image*, teat ft 
graphics lntn the BT/AM1CA. 



A powerful partner for Desk Top 
Publishing, 
fft Pnwerful software allows for cut ft 
paste editing of Image » etc. 

s|f Save images in suitable format for 
moat leading packages including 
DEGAS, NEOCHKOME. FLEET 
STREET. DELUXE PAINT etc. 

S Unmatched range of edit/capture 
faculties simply not offered by 
other arannera at this unbeatable 
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FLYING TONIG 




*V MARSHALL 
■V MELLOW 

Digital Integration has finally forayed into the 
16-bit market with F-16 Combat Pilot* David 
McCandtess found himself dwarfed by height 
and brain power when he quizzed director 
Dave Marshall on some of the realities behind 
"the most realistic flying experience*.." 

Davi K- Marshall is not a man you'd smugly challenge to a game of Trivial Pursuit 
About six foot five of pure interact, Dave (or 'sir' as he let me call him I is one of those guys 
with lots of those impressive abbreviations after his name. A bachelor of science, a 
chartered engineer, and a member of the Institute of Electrical Engineering, he's the only 
person in the country wi!h ar A4 business card. 

He founded D<gitat Integration with fellow brainbox. Rod Swift. Their interest in the 
cerulean world of flight sims led to Fighter Pilot, their first release which took to the skies on 
the Speccy. Since then they've had something of an autocratic rule in the flight sim world, 
perhaps rivalled only by Microprose. Finally this year Digital ventured into the 16-bit market 
with its newest and most ambitious release to-date r F-16 Combat Pifot behind which is two- 
years of research, sweat, toil and more sweat from the five-strong production team. 

But you can't just wake up one sunny morning, fry some eggs and then suddenly 
decide, 'Right HI write a 16- bit flight simulator today.' Research is everything. So what sort 
of research went into F-16 f 

"Apart from getting every publication available on the F- 1 6, one of the first things we 
did was to go down to the flight archives and look at early test flight reports/ said Dave. 

Simulators are complicated beasts - full of moving shapes, angles, views, algorithms 
and other weird things. Are there a lot of complicated calculations in Combat Pilot? 

"Yes, there's a phenomenal amount of maths that just goes into the aircraft modelling. 
Even the various weapons systems, their maximum range, effective speed and motor burn 
time all vary with altitude and aircraft configuration." 

By now I was experiencing thorough cerebral-inferiority, so I cunningly changed the 
Subject, pretending I'd understood every word that had been said and switched to the 
game-play aspect. Was it en effort to achieve a balance between reality and garneplay? 

"There's certainly a tendency to immerse yourself in reality and neglect payability, so 
with F-16 we decided to place as much priority as possible on garneplay as well as 
technical accuracy." 

But surely you can't recreate every facet of a 10 million pound piece of hardware on a 
300 quid home computer? 

"You have to make certain approximations of course There's no way you'll crunch 

through all the partial differentiation equations 
of a plane at 10 frames per second. But the 
'feel' of the game is all important, that's why 
we use pilots to come in and check it" 

The scope for flight-sims and further 
conversation on the topic seem exhausted, 
What direction will Dl take now? 

"The Harrier is an aircraft I've also been 
keen to tackle. But we're working on an undu- 
lating terrain game. A helicopter or a ground 
bombing aircraft flies very low, and you get a 
phenomenal impression of speed at that 
height. 

"We always have open (vastly intelligent) 
minds. We've had an enormous request for a 
Civil simulator. And we have an idea," David 
hints secretively, "that would have a very wide 
appeal without having to carry sidewinders on 
the wings." 

What sort of game Dl will launch in the 
future seems uncertain, and my attempts to 
coax Mr Marshall into revealing anything failed 
dismally. But I imagine that whatever game it 
is, it's sure to be good? 




FIGHTER 
PILOT 
MANOEUVRES 




The High G Y 




The Clever 




if That 's enough 
mar\€>euvrest id) 



Ready to roll on Digital Integration's 
F-ftf Cofftfeaf Pilot,,, or m, oh dear, I 
forgot to go to the toilet. 
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ZERO 




Can you down two Migs while eating a cheese and pickle sarnie? Can 
you memorize the functions of an entire keyboardful of buttons? Do 
you say 'Roger that, over. Copy?" when asked to pass the salt at 
dinner parties? If you answered 'yes' to the first two then you're 
obviously a bit of an 'armchair pilot'. If you answered yes to the third 
then you're obviously a little bit of a dickhead. We got our two 
resident dick heads {David McCandlsss and Duncan MacDonald) to 
take a look at the rise and rise of the flight simulation. 




AVIATION CELEBRATION TIME 




'Inf l»ad, Johnny GoddcrH?" 





"Eat tld* winder, Johnny Extremely *lch Oil Mo 9 nul«M!" 



With the huge number of flight sims on the 
market we decided it was 'high' time someone 
fly- tested four of the best. 

F-15 STRIKE EAGLE II 

Microprose 

Macca; The big hoys at Microprose 
think, eat, swallow, sweat and 
breathe flight sims. Under the 
watchful eye of 'Wild' Bill Stealey, 
they've been churning aui flight 
sims for years, decades even. F-15 
Strike Eagle tl is the k latest and yes, 
greatest sim, centred around the 
famous yank plane. 
The missions are centred on real places, namely Libya, 
Vietnam, the Middle East and the Persian Gurf, with both real 
and (hopefully) hypothetical occurences, The garfieplay is 
basically seek and destroy'. Attention to detail is exact with 
every major hill-top, town, mountain end known SAM (surface- 
to-air-missile) site painfully positioned to the inch. 

A lot of attention has been paid to the cockpit design. All the 
latest technology that clutters our cockpits today is there. A 
camera screen zooms and focuses in on your selected target, be 
it an enemy plane, SAM site or elderly pensioner, The radar 
display gives you a computer-inter- 
preted view of the surrounding area. 
The map section shows an ordnance- 
survey- style map of your targets. 

F-15 tl is graphically outstanding 
(especially in VGA mode). The sky and 
ground is Stippled - not restricted to just 
uniform blue or brown - and they meet 
in the distance as a hazy horizon. Also, 
the enemy planes don't just explode a la 
Falcon but disintegrate, showering you 
with fragments. 

Another nice feature was the 
ex tori or views. Not as extensive or as 
complex as Falcon admittedly, but the 
missile view alone (which places a video camera on the end of 
your missile} makes the game worth playing. 

As for hassle I found that controls were slightly bulky, and it 
was difficult to perform the very subtle (but immensely skillful) 
movements (features of my flying prowess) without gaining and 
loosing about 200 feet in altitude. This unwieldiness also makes 
landing very tricky, since the runways are very short, much like 
Duncan's wiL.. {Snip! Ed) \\ was going to say wildebeest) and 
you have to prepare your final approach well in advance. 

Despite this, Strike Eegte is an excellent simulator, ren- 
dered very playable by Microprose's own admission that it 

' stripped away all the 
boring elements" of 
flying. Whether 
napalming villages in 
Vietnam rates as 'fun' 
is debatable, but 
Strike Eagle II is very 
fast, very challenging 
and very good. 




OVERALL SCORE 89 




COMING IDDN COMING SOON AVAILABLE NOW 



CONTINUES OVER D 
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DEAD PILOTS 
THROUGH HISTORY 




Throughout the history of the world man 
has sought to emulate the flight of the 
bird. Many have made it, but few have 
flown with such style, such finesse, and 
such total disregard for the safety of 
others as these famous fly boys. 





Icarus was a Greek legend ( What's 
he doing here then? Ed) who was 
incarcerated on Crete and decided 
to escape by building himself some 
wings. Sut guess what he built 
them out of? Yes, As we all know, 
he built them out of wax, Sut why 
wax, especially as there was a toad 
of balsa wood lying around? We did some extensive 
research, and can now reveal the answer, which is this: 
Icarus was a total prat! 



Zipping forward about eight trillion 
years, we find ourselves in the middle 
of the Second World war, Look up in 
the skies over the English Channel and 
you'll see some Spitfires, Look inside 
one of the Spitfires and you'll see a 
rather bizarre sight - a pilot called 
Douglas Bader. 'What's so bizarre 
about that?' you ask. Well, have a look 
at the bottom of his torso and count his 
legs. That's right: there aren't any. lt J s a 
zero limb-count. The clot lost his 'pegs' 
while showing off one day in his 
'wizard kite' (i.e. his plane) - he didn't 
(as most people think) get them shot 
off in battle at alL Still, all credit to Stumpy, he went on 
to command his own fighter squadron, shot down 
30 r 000 'nuns' and single handedly won the war. Hoorahl 



And with one fell swoop, it s almost back 
to the present day. A humble hospital 
radio spot for lathe-operator Mike Smith 
led to fame as a Radio One DJ, which 
very soon led to more fame <and consid- 
erable fortune) as a sought after TV 
presenter - it wasn't long before he had 
enough money to afford his own helicop- 
ter. His flying lessons went well r and 
before you could say 'Nescafe: it's in the taste', Mike and 
cuddly girlfriend Sarah Greene were 'up up and away' in 
their beautiful Jet Ranger, Then, one day, silly old Mike 
tried to land on a tree. Still, they're alright now though 
Hoorah! 







The famous 'top gun' of the 
computer industry, Microprose's 
ex-RAF boy Martin, likes nothing 
better than to hone his skills on 
the company's "very very (very) 
realistic'' flight sims. And if t was 
an amusing person I could draw 
a very humorous analogy be- 
tween his surname and his previ 
ous occupation - but I'm not an 
amusing parson, and besides I 
don't know what 'analogy' 
means. 
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FALCON 

Mirror soft 

Dune: Not the first, not the most recent, 
but arguably the most enjoyable flight 
Is Ikn/ sim CLjrrent, ¥ available on 16 bit. 
l ^Rr ™I3bV\ Arguably? Well, let's have a butchers! 
^■fl^ ~y f* or me a ZERO Hero game (i.e. one 

that scores 90 plus! not only has to be 
good in itself, but the 'front end' and the 
way everything else ties together has to 
be well thought out too and equally well 
executed. In Falcon it is. 
Having typed in your 'call sign' (Colonel Love Piston in my 
case), you progress to the Mission Select screen. Here you 
choose one of the twelve missions (i.e. bombing an enemy 
runway protected by SAM sites and Migs) and pick your own 
rank • from First Lieutenant (indestructible) through Major 
I hard) to Colonel (bordering on The impossible - except for 
mega-beings, hem hem}. A click on the mouse when you're 
happy with your selection takes you Dnto the 'arming your F> 
16' screen, where an animated Sergeant lets you know if your 
requests can be backed up by the ammunition stores: the 
'conversation' often goes like this.... 

"Can I have the an ALQ 131 ECM Radar Jamming Pod 
please, Serge?" 

"Sorry Sir, Bob took the last one." 
Anyway, this brilliant front end out of the way means 
that you're actually ready to fly. Click on 'Take off'. 
Wow. 

This is rather splendid actually - in fact it's better than 
that There are so many views to choose from. Inside the 
cockpit you get the standard forward, back, left and right with 
all the controls and buttons and stuff in sight - and from there 
you can go to 'look up mode' where" you get these same 
viewpoints, but without the clutter of the controls. Instead of a 
thin strip of the outside world, you get a full screens -worth. If 
you take off. bank to port and look out of the left window in 
this 'look up mode', you get a fantastic feeling of being there. 

You can also choose to view the action from outside the 
aircraft, whether from the the control tower {watch yourself 
doing low level Biggin Hill stunts over the airfield - whoops, 
crashed) or from the 'remote camera' that can be rotated 
around the plane giving you a full 360 pan, with zoom option. 
And there's a 'satellite view' as well. 

Having taken off (i.e. having memorised all the buttons 
and not crashed into the control tower), bung your afterburner 
on full power and climb to 60,000 feet. There's a lot of desert 
below you, with tiny wiggly blue lines, straight grey lines and 
little orange pyramids Stick the nose down, drop to angles 
one 2ero I hem hem again) and these reveal themselves to be 
wide rivers, detailed roads with bridges, telegraph poles ate, 
and absolutely ginormous mountains. This is your 'manor' ■ 
your 'patch'. Ten thousand square miles of desert populated 
by enemy landing-strips, SAM sites, bridges, buildings and 
MlG 2l's. It's an idea to fly around for a while to familiarise 
yourself with the surroundings. Then it's time to learn how to 
use all those weapons you got from the Sergeant - whether 
we're talking high altitude dive bombing, low level missile 
strikes, or air to air sidewinder combat against the Migs. You 
can always choose the Milk Run mission, where you have to 
bomb three practice buildings on friendly territory • but 
eventually you're going to have to cross 'the front line'. 

HI come clean, though my first taste of blood (and I got 
court martialled for doing itl was when I shot down "Bob'. (The 
greedy little bugger!) 



OVERALL SCORE 92 




AVAILABLE NOW AVAILABLE MOW AYAM.ARLE HOW 



m Thanki to Martin at Silica Shop, without what* h*lp 
Hi I » ttoryboard would never have got ofl the around. 
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BANDITS AT THREE O'CLOCK 

(Oh good, we've got half an hour to spore then.*.) 

We bet that a lot ol you 'armchair flyboys' would love to take on a professional fighter pilot. 
So guess what, that's exactly what we did. We dragged Martin Moth, PR supremo' at Micro* 
prose, into the office to take on Duncan MacOonald in the head to head option on Mirror soft's 
falcon. Martin is actually a fighter pilot - he's been in several wars and has killed over 270 
people. (Pardon? id) Urn, well, the flying bit's true. Anyway here's what happened. 




Well, h«r» I am, up in the »ky: and what o lovely 
doy it is, 1 think I'll Find a nice tpo* r pot the old 
<fflta down and hove a picric. Tot, riint s a 
wiiard ioea. I'll just mok* sure Mothy'i not in 
tbn yiiinity - a quick theek Out of the starboard 
window should put mi at Bote. - 




Yikef j and e couple of the bullet* mm to hove 
mrwheted through the canopy as well. Ob door, 
I'm suddenly finding it bard to breathe for hum 
reason- Cork I, I'm blocking oof. (fKplasion 
sound 01 plan* and pilot disinfigrato.} 




Right! Now I moon business- Where are you, 
Major martin bloody e lever-dick -air-a*e 'Moth '7 
What a stupid name on/way. Mmrn. well - 
there'' » the airfield he'» supposed to bo 
protecting- Hoe hoe. Aj he's not □ round, I think 
I'll bomb itll 




Tally hoi I'm up again, and ibis rime I'm on the 
cod's kail- Just a quick tap on the return key to 
flrm my AIM 9- L t. Locked on. flight. Moth, try a 
couple of sidewinders up the joebfy for sire, 
Waosh, woosh. Ho ho ho ho, At last. Revenge ii 
sweet, 




Yes. All nk» and quiet out there. Hey - look, 
what a super ipot for lunch; o picturesque 
bridge and river setting. Ma it calming. Oh 
dear.., what* that beeping sound? Oh, iff the 
warning indicator, Maybe I should hove a quick 
peck caul of the rear window,*. 




Right, Math, I learn quick h/ you know. No pknk 
rhoughis on my mind nowl You'll not find me 
such an easy target Hiie time round.,. 




Act ack ockL On no I Peppered agoin by Moth 
(the blighter). Still, damage isn't heavy thi* time 
round, so maybe I ran get the kite dawn without 
pranging her too badly. Afterburner off, throttle 
down, flaps down, airbrakes en. Um. 
undercarriage down. Earth ahoy...... 




There he goes, A taste of his awn moditin** 
Aoooaohl Whpr a goad feeling It ii to see a npnl 
fighter pilot fall from the ski**- Following his 
flaming destent teems a bit cheeky but I need 
lo gloat over such a brilliant kill. Down you go, 
Major Moth, off to the officers mess in the sky. 




ToaaaonrrrTrgQgghhhhhhhhllll i He's shooting at 
me. What a scoundrel I Ping p' n g ping 

tweee «M ,„. oh no, his bullets hov* ricoch-pfed 

off my foldawny aluminium pkmc table and 
pierced the food ba*kel [bang go my cheese and 
pickle sarnies).,. 




Ack ack ack. Oh dear, maybe you will, Blimey. 
I'm not tao keen on this J heading out of control 
towords the earth at 700 knots' lark ■ still, it 
gives me time to chock my Yaw F*itth and Yaw 
Roll instruments. Yes, they're looking good- 
{ Explosion noise as pilot and plana disintegrator) 




Oh dear, I'm not going to be able to pull up in 
time 'I'm going to 'buy the farm' again. Still, 
there's just time to tell you the final score. In a 
'best out of eleven' it was Mothy Duncan 
five, (Cxpiosion sound os pilot ond plane 
disintegrate 



CONTINUES OVER 



MIDWINTER 



The new ice age is upon you. Based on a newly colonised 
island, you struggle to keep warm and your food crops 
alive. Suddenly, you learn of a tyrannical dictator about 
to launch an attack upon your island. 

As Commander of FVPF (Free Village Peace Force), you 
must initially warn other members of your force and, 
together, set about defending your territory along with 
your most valuable possessions, the heat mines. 

Combining a truly stunning 3 dimensional landscape 



with plenty of action features, Midwinter, nevertheless, 
needs a great deal of strategy and guile in order for your 
forces of the FVPF to survive and defeat the invading 
forces. 

Developed by Maelstrom, Midwinter, is set to be yet 
another classic from the Master of Strategy, Rainbird. 
Available for the Amiga, Atari ST and IBM PC and 
compatibles. 

Rainbird - Masters of Strategy. 



( nit 1. Hampton Kernel Industrial Estate, Tetbury, Glos. GLtf 8LD. Tel: 0666 504326/504412 
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INTERCEPTOR 

Electronic Arts 
David: Interceptor 
raised a few eyebrows 
and dropped a few 
chins way back in J 88 
when it first appeared. It was the first 
flight sim to use exterior views and fast 
filled-vector graphics, It was also special 
because it was centred in this world - in 
the San Francisco district tD be exact • 
as opposed to the common-place 
imaginary battle-field. 

The exterior view is great fun. At the 
press of a key, you're shunted outside 
to be given a panaromic view of your 
craft. You can also get the choice of 
watching your aerial stunts from the 
control-tower or aircraft carrier. 

Before you can go on 'active service' 
arid take on the Ruskies though, you 
must perform a perfect landing on the 
aircraft carrier from whence you came. 
This is quite tricky 4a subtle test of 
timing, precision and flukiness) but 
r&warding, when you see the mission. 




rhflt'i ■ funny »hop*d boat. HmM, 
Mflfbs It's a submarine . Til bomb It 
anyway. 

The missions divert from the usual 
hum-drum seek-and-destroy types, 
providing a broad and - dare I say it - 
exciting range. But the real beauty of 
Interceptor is that it's not a flight 
Simulator or an arcade game ■ it s both! 
it has enough reality to please the 
technical purist, and it's accessible 
enough to attract the hardened trigger 
men. Once loaded, you can be flying in 
moments, and crashing in seconds. The 
more complex and detailed elements of 
flying have been stripped away. 

A couple of things irritated me 
though, The security system, whereby 
you type in a code EVERY time you start 
a mission or crash. And the fact that 
you can never get close to the MlGs, 
they always stay as dots on the horizon. 

Overall though interceptor is as 
good a stepping stone between arcade 
games and flight sims as you're ever 
likely to find and it's absolutely ruddy 
brilliant fun to play to boot, 



OVERALL SCORE 
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Flying at night, 
turn the lights 



F-16 COMBAT PILOT 

Digital Integration 

Dune: This is the one that came out hot on the heels of Falcon: 
and the inevitable comparisons were drawn, with most critics 
coming down on the side of the Mirrorsoft/Spectrum Holobyte 
game. At first I agreed with this • but having played Combat 
Pilot tor a while, now I'm not so sure. 

The game (sorry, simulation) is very much the same as in 
Falcon. You're in charge of an F-16 r and you have to select 
missions and armaments and build up flying hours and 'kills'. 
It's the implementation that's so different • and, in some 
respects, rather annoying. 
The selection screen is a graphical repesentation of the Squadron crewroom > 
and you move a cursor arrow around to 
choose the options, Clicking on the filing 
cabinet, for instance, selects the pilots log - 
where your call-sign, amount of flying 
hours and number of successful missions 
are kept. You can call up technical data on 
this screen (enemy planes, your weapons) 
as well as go into demo mode. The icon 
that's going to be clicked on most, 
however, is the missions icon. 

There are six missions in all; air to air, 
runway destruction, interdictor strike, tank 
attack, reconnaissance and, finally, 
Operation Conquest - in which you 
command an entire squadron of F-16's. 

Having chosen a mission, you then 
progress to the map screen, where you can 
summon up all kinds of crucial information 
about where you've got to go, what you've 
got to bomb and how best to get there. 
From this screen you also have icons 
which take you to weapons select mode 
(better than the one in Falcon, with a wider 
choice of goodies available!, and the Met 
Office, where you can do an accurate check 
on the weather and suss out the height of 
the cloud cover - you can even choose a 
night time scenario, which is incredibly 
atmospheric. And then it's iphew, about 
timet ready for take off. 
Yaaaarrrgghhf II 

Here's something I HATE about this 
program. Every single time you start a 
mission you have to type in a page/paragraph/word code from the manual. EVERY 
SINGLE TIME. Why not just once, at the beginning of the thing? 

Anyway, having input the code, you find yourself 
ready to roll' on the runway. Press the relevant buttons 
and - whooosh - it's into the skies. 

The ground detail is much smaller and rather iess 
detailed than in Falcon <but there's a lot more of it), and 
the update speed is a fraction slower i.e. a tad more jerky. 
Also, somehow, things feel harder to operate - the plane 
isn't so responsive. You can't spin it onto its back and do 
an inverted loop so easily - instead you seem to run out of 
height rather quickly and hit the deck. (Unless you start 
from 70.000 feet, that is). It's a guess, as I've no way of 
knowing short of flying a real F 16, but I reckon this is 
because Combat Pilot is a far more accurate 
representation of the real thing; in which case it's not a 
fault' at all. Having said this, I'll also add that flying in 
Combat Piiot isn't quite as much 'fun' as in Falcon, Pert of 
the trouble is the cockpit views. All you get is the standard left/right/forward/back 
vistas. I could forgive the lack of an external camera, but the lack of 'look up' mode 
is something of a pain. 

Overall though, apart from all the little niggles and the disk accessing that goes 
on between games {yes, there are some 
fair old pauses), there's something 
absolutely brilliant about this simulation. 
Do you want to know what it is? It's depth. 
Somehow the game seems immense, and 
it stands alone on that point. It's quite hard 
to Qet into, and takes a while to grip you 
totally. But once it has, it doesn't let go. 





Woll - horo wo or* mm 
the Until approach, I'm 
iurft l'v« forgetton 
to m« thing though. Urn 
Er. Oh no - tno 
undorcorriago Un'l 
down I 
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reviews 





THE VERDICT 



STOP RIGHT HERE! 'Cos this 
is the bit where we tell 
you all about the brilliant 
ZERO reviews system, We 
reckon we've got the 
meatiest, most accurate 
and most entertaining 
reviews section in the 
known universe (and beyond). Unlike any 
other multi-format magazine, the ZERO 
review pages will give equal weight to ST, 
Amiga and PC reviews of the 
hottest new games of the 
moment and each reviewer 
will be a bit of an expert on 
the format he or she covers. 

Every month the best games will have 
a full three or four pages devoted to 
tfiem. These meaty 
will have a basic run through of the 
scenario and game genre, followed by detailed reviews of all 
the different formats the game is currently available on. Dotted 
about will be boxes containing some rather important info... so 
read on, box is rather straightforward with 

marks (out of lOOr awarded for Graphics, Sound, 
Addictiweness and Execution. The first three ere self- 
explanatory, but here's what Execution means. If 

programmers have used tried and tested 
routines ('3-D scroll' for instance) which 
look a trifle J old hat', and aren't really 
pushing the machine or trying to cover new 
ground, they won't get top marks here. And 
If they ha^done something different and 
brill, they will. Logical, non? There's atso 8^ 
brief summary next to the Final Score - 
useful for lazy people and dyslexics (it'll save them a 
considerable amount of time!, The 

score - which is 
marked out of 10 - is tied in with the 
Execution factor. Is there a lot of disk 
accessing? Is it really necessary? For 
instance, a game that loads in a big :. fr/Amf»»/i*c 

title screen (however n*^^ 
'fabby'l between each 






li 



HE 



'go' can be incredibly annoying, when ail you 

€want to do is get stuck back in, As for the 
■y box, this simpfy gives you 

~^T) the details surrounding a game's, errrx release. 
E I And what's the highest accolade a game can 

get? Only the _______ ~ lne ultirrmtr 

award which is given to games that the ZERO 
review team considers particularly outstanding. 
To qualify for a ZERO Hero the game must 
get an overall score of at least 90. And 
games that don't get the four page mega- 
treatment will still get coverage on all 
Available formats - in the form of ZERO 
[ . All games here will still be 

reviewed in depth - just using less ink! 

is the space reserved for new 
formats of games that have already been seen on other 
machines We ll review the updated format and include an 

issue reference so you can check out what 
we had to say about the initial versfons 
when they first came out. And finally there's 
I , These are the 

budget reviews - shorter and sweeter to 
digest and kinder on the pocket (and the 
Scandinavian pine forests). These only get 
an overall score J cos r erm... they're 






CRITICS' CORNER 

And who are the people who are acting at your 
qui do* through the software jungle this month? 
Let 1 * toko o look through the obleng window,.* 

Jonathan Davie*: Avid amateur zoologist 
Jonathan has aquired a new subject for his 
rather large 'jungle ammal' collection - Nigel, the 
Candiru. "A Candiru is basically a one inch long 
extremely vicious skinny tadpole with barbs on 
its back," he told us proudly. "But you have to be 
very careful not to have a 'wee wee' near one, 
because they zoom up into your r thingy r and get 
lodged there." Crikes. Where does he keep Nigel 
Ihen? "Erm, actually I had a Irtfle mishap with 

him. - You don'i mean "Er r yes. He's being 

removed on Thursday." 

Sean Kelly: While watching an edition of 07 For 
London (Thames TV's "trendy" arts programme!, 
Sean had an absolutely brilliant idea. Well... he 
had an idea, anyway, it was this: a show cover- 
ing art. fashion, music and leisure activities lor 
the South West of England He's in the middle of 
negotiations with TSW as we speak, so look out 
for 032 {633} for Cornwall! The firsi episode' 1 1 
carry Herns on welly- thro wing, Fat Willy's Surf 
Shack, shark spotting off Land's End and the 
Helston scrumpy festival as well as an exclusive 
interview with Brian Connolly of The Sweet. 



Duncan MacOonald: Dun ran decided that he 
was a bit of a Camera wizard', so we appointed 
him 'ZERO screenstnot photographer', 
M What r s this one?" we asked him 
' Snuff tepuck Cafe," he replied smugly. 
"But it's just a massive blur." we suggested. 
"Yes. Arty, isn't it. I went for a ten minute 
exposure on that one - I'm quite pleased with it 
actually, Do you want to see my Dynamite DuxS 
Stridor 'montage' effect?" 
We declined and look him off all photography 
duties - for good- 
David McC undies*: Young Macca. once a 
paragon of virtue, has been slowly wandering off 
the 'straight and narrow' road of lawfulness. 
Only the other day we received a typically chirpy 
phone call from him..,, 
"Hi, it's me. I've just nicked a car." 
"Really?" 

"Yeah, A Roller. It's brilliant. I gat 140 out at it 
down Hendon High Street." 
"Where are you calling from?" 
"Hendon Police station." 
Oh dear. 

Marcus Bmky' Barhmsnn: Plucky Marcus 
never tires of subjecting himself to danger: the 
opening sequences of many Jamas Bond films 
have been stolen from his J sports portfolio" 
Remember the one where 007 parachuted out of 
a Landrover that was falling down a cliff -Well. 
Marcus made £18 out of owning the copyright 
on that stunt, Marcus and his chums' latest craze 
is formation stack cave diving, in which they 
parachute (standing on one another's shouldersj 
into the mky voids of flooded subterranean 
caverns. Tally-ho. 

Matt Bialby: Back on the subieci of cars agatn. 

Mart's pretty unlucky as well. 

Tm going to buy a car." he announced about a 

year ago, fondling a copy of toor. 

Time passed. 

"I'm going to buy a car,* he declared about six 
months ago, flicking through Exchange & Mart 
Time passed 

"Can anyone lend me two thousand pounds'" he 
asked about three months ago, tapping a page m 
another copy of Loot- 
Time passed.... 
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TINTIN 

ON THE MOON 

5v Blistering barnacles! The bashi-bazouks have 
gat Tintin and gone and turned him into - gasp 
.1 - a computer game! Well, leading French 
<£ software house Infogrames has at least* World 
renowned Tintinologist Marcus Berkmann 





Th* tlM* Krtvn - five,-, four... throa... 
Iwa... oae.,* emu... oh y«» r blast off! 



donned his plus fours and filed his story... 



There, done it. It's taken me two 
hours to oil that quiff Into place, 
and 1 finally managed it with a 
lethal combination of honey, Bostik, 
Supa-Bastard No-Crinkle Mega-Gel (it 
says here I r navel fluff, raspberry jam 
and a smidgen of Castrol GTX. Now I 
can face the world as fearless reporter 
and all-round goodie-goodie Tintin, 

Of course you don't really have to 
go to such trouble to play Infogrames' 
new Tintin game, Tintin Sur La Lune 
{froggy version}, but since the boys at 
Infogrames have obviously gone to 
such trouble themselves, it seems 
only right to make an effort. 

This game is almost suffocatingly 
loyal to the Tintin legend. In fact it would have to be - Studios Merge, the Belgian 
organisation that owns the rights to Tintin iHerge himself pegged it in 19B3K are un- 
imaginably strict about the use of their beioved boy reporter, and if anything at all is 
out of place - well, they send the boys round. 'Integrity' is the name of the game (or 
was it 'massive piles of wonga'7 I forget). 

Which is probably why we've had to wait until now to see any game with Tintin 
in I think that's a birrova pity, because for me, Tintin's the tops. There's no greater 
comic strip art in the century and Herge. who started up in 1929, did virtually invent 
the form. He sold trillions of Tintin books, they're still selling trillions, and they're 
still brilliantly funny, 

But enough of that; let's look at the game. It's a distillation of two of the very 

best books, Destination Moon and Explorers 
On The Moon, both first published in the 
early fifties. What's remarkable, if you 
read the books now, is not how 
much Merge got wrong - he was 
writing way before even 
Sputnik was launched - but 
how much he got right Un- 
fortunately we don't actually 
yet to see tne moon itself in 
the game - or at least not 
very much of it. "Cos the 
game ends when Tintin 
gets to the moon, I suppose 
Tintin On His Way To The Moon 
But Not Quite Got There Yet 
wasn't quite a snappy enough 
title. (Although the Germans 
have called it Tim Und Struppi 
AufDem Mond, which isn't 
exactly amazing either ! 




Guide your rochet Hi rough space 
and do remember to pick up 
those little yellow and red 
jobbios - that is, if you plan to 
gel through to Hie next part of 
the game! 
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The game starts with the launch of the 
rocket {which is based, incidentally, on 
the German V-2 rockets used during the 
warf, Stage one is the flight of the rocket - 
you zoom through the ether trying to pick up 
various little Coloured spheres that sit in 
space waiting to be collected. Yellow ones are 
fuel I you need this to fly, which makes a 
certain amount of sense} and red ones give 
you points ■ get eight of these and you move 
onto the next stage. The longer you take to 
complete this section, the fewer points you 
get. Crashing into one of the asteroids that 
appears from time to time (usually just 
behind a red or yellow sphere) is also likely to 
slow down your Journey a touch. 

Get past this and you get into the main 
g a me p fay - inside the rocket. Here we get our 
first glimpse of the game's various 
characters - Tintin himself (you are hel; 
Snowy, his dog (who yaps a lot); Captain 
Haddock, the retired seafarer who likes a 
tipple; Professor Calculus, the scientist whose 
giant brain has enabled the moon trip to take 
place in the first place; Wolff, the chief 
engineer, who appears to be sleepwalking; 
and Colonel Boris Jurgens, the Bordurian spy 
who is determined to sabotage the whole 
mission. The action takes place over sin 
screens, as Colonel Boris sets off bombs, tries 
to shoot people, takes prisoners and starts 
small fires all over the place. You have to 
defuse all the bombs, avoid being shot, free 
all the prisoners and put out the fires. 

If you manage this once, you revert to 
stage one again, only this time the action is a 
little faster, there are rather more asteroids 
and everything's just that weeny bit harder. 
Past this is another jolly around the Ship; this 
time there are nine rooms and they're all 
quite different to the ones you saw before. 
We also meet Thompson and Thompson for 
the first time, the two incompetent 
moustachioed detectives who stow away on 
the trip and so endanger it at every turn. 

Overall there are five phases like this, 
before you finally arrive at the moon and 
have to control the rocket's thrusters if 
you want to land in one piece- 
Sadly the game then ends - 
there's no exploration of the 
moon itself. 

Still, this is as faithful 
a licence as we've seen, 
and as perhaps we'll 
ever see. As the Captain would 
say, "Billions of bilious blue 
blistering barnacles in a thundering 
typhoon!" 




WHAT'S WHAT 


TITLE 


Tintin 


PUBLISHER 


Infogrames 


PRICE 


£19.99 


FORMAT 


ST/Amtga/PC 


RELEASED 


November 
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TINTIN'S 
PETITS POIS 

A fine flock of feckless 
French frogs for you to fee 
your yeux on* (Well, you tr 

and think of on f- word 
meaning "eyes"***) 



review 



TINTIN 





artus: You really know that 
you're booting up something a 
bit useful when you dap your 
eyes on the introductory sequence to 
Tintin On The Moon. The rocket awaits 
take-off. Drums roll. Technicians and 
vehicles disappear off-screen. The 
astronauts arrive in their car and 
disappear into the rocket. Gantries are 
removed. Three - two - one - fire! and 
off it zooms, with a shot of it pulling 

away from the blue 
and green earth 
below amazingly 
evocative of the 
books. Gasp! 

The opening 
sequence occupies 
one of the Two disks 
all to itself. The 
actual game is on disk two, and that's 
not bad either, even if it is a slight anti- 
climax after the brilliance of the initial 
bits. Even so, this is a well thought out 
game, with two quite separate sections, 
each with its own distinctive gameplay. 
The rocket flight is swift and well 
thought out. with superb collision 
detection end a particularly impressive 
sense of perspective. Even on the ST I 
often find myself less than fully 
convinced by 3-D displays like this, but 
in Tintin it works fine, 

What's especially good about the 
rocket sequence is that although tricky 
to master initially, you don't get bogged 
down in what is essentially an 
introductory sequence to the game 



HASSLE FACTOR: 0 
No especially long 
waits, although it 
takes yonks to fill in 
the high score table. 
(Horn hem). 




itself. The platform- 
and-laddering of part 
two is much more 
meaty, and also pretty 
hard at first It took me 
a while to suss out 
that, by letting Tintin 
go anywhere near the 
fires, I was abbreviating his life 
expectancy rather severely. The 
instructions - translated not too clearly 
from French - are somewhat less than 
clear on the matter. 

What's rather more boffo is thai it 
doesn't stop there. When you've solved 
the first part, you're back to flying the 
rocket but the substantial number of 
asteroids hurtling towards you, together 
with the way your fuel now seems to 
run out that much more qufckly, really 
gets the adrenalin flowing. 

So, I'm impressed. Obviously I'm a 
little disappointed that there's nothing 
on the moon at all, especially as the 
moon sequences are the best bits of [he 
books. But what has been included is 
true to the books and no less fun to 
play. Meat work, Infogrames, don't you 
agree, Captain? "Billions of bilious blue 
blistering barnacles in a thundering 
typhoon!" Yes, I think he likes it too. 



THE VERDICT 



s 

A 
E 



GRAPHICS 



SOUND 



ADDICTIVE WESS 



EXECUTION 



SO 



100 



A graphic hI masterpiece and a 
brilliant conversion to boot 




m 



"Crumb*. I'vo mad* It to lovol two, nvt Captain Haddock and Prof •■■or Calcului 
hove boon takon hostage by Calonol Boric- - fiho blackguard!" 



Anthropittiacuf! 
Coo I acanthi 
Anamorphlc aardvark! 
Prattling parpoJiol 
BaihJ-baioukl 
Squawking popinjay! 
Artichoke*! 
Ertoplaimic by-product! 
Carpathian caterpillar! 
Froshwator iwabl 
Raggle-taggle ruminanti! 
(mddrmMMmd af ffantauj 1 
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If? 



Heiqe eaperimented With O number of 
dotty uletttliH | tn cl if ding. o*»e 
■ ■ ■ ireeiy called Sophede* 
&or*ophiigui) betor* h* plumped lor 
"ufhbert Cakuhll In fled ffatfchanr's 
rrpoiure. Althevcjh 1 1 early dippy, and 
indeed loopy. Calculus alia has a 
3 ig arctic brain, with which he invents 
rhinfi. like moan rackets- Hard af 
Hearing (i.e. stone deaf). 



HASSLE FACTOR: 1 
Bit of foot- tapping 
between sequences. 



TINTIN 




Appears only In the Mean book* ft* 
Calculus' aiiistont, but then re van led 
to be,,, but tharl would give the plat 
away. Co and buy the book* yourself. 




imps up in King Qttokar'i 
•kvptre of a Bordurlan tpy in the court 
of the 5y Id avion King. A thoroughly 
natty bit of work, a» you can tell by 
his slicked back hairstyle and piggy 
liHle eyes. 



Kf«' The deeply clottiih 

TWr^^J^^^ ■olteomon whose 

K<J national dress ore 

ridiculous. Quito 
Rp early characters, 

^4 B jSom** appear En the tilth 
pok, The true LafuSj long before 
Haddock or Calculus. They're still as 
j'.epelest 30 years later, though. Far 
■ir record. Thompson is the one whose 
moustache curls up. 



MERDE ALORS! 

Captain Haddock is famous 
for his insults, which he hurls 
at everyone and anyone who 
does not live up to his own 
hkjh standards (e.g. anyone 
who puts ice in his 
Loch Lomond). 
jfA Here's a 

fiaaaalJh selection: 



Loc 




Macca: I'm always a bit 
pessimistic ah nut comic to 
computer conversions. They 
have no end of cutesy big-eyed graphic 
potential, but gameplay always seems 
to be a bit on the thin side and they 
often end up being a bit.. .well. ..crap 
really. But with Tintin On The Moon, 
we've got a good storyline, a good 
intra, good graphics, good gameplay 
and a good review. . . 

The game starts with a brilliant 
Opening sequence. The scarlet rocket 
squats silently on the launch pad and 
the rocket site bustles with activity. 
Lights glare in the darkness. Cars and 
people mill about. A limo charges 
across the pad A horn blares. The 
gangways break and roll back The 
countdown starts. Two. . .one. . .blam! 
The rocket streaks away into the night, 
with atmospheric drums rolling in the 
background. Brilliant. I loved it. 

After the intro, the first sub-game is 
not so graphically retina-detonating. 
With all its asteroids to avoid and 
energy pods to collect it's difficult and 
infijriatingly challenging. Really you just 
want to zip through this part and get 
onto the game proper, Here goes. 
Ziiiiiiiiiiiiiiiipl 

Ah, that's better. Now we're into the 
game proper which is basically a 
platforms and ladders adventure in 
space. Tintin (accurate right down to 
upright quiff and schoolboy shorts) 
hurtles around the corridors at en 
amazing pace, followed by heavy-fisted 



Haddock, eccentric 
Calculus, and fluffy 
Snowy. The pace is 
fast and furious and 
you must frantically 
search the six levels 
for the bomb and fire extinguishes 
avoiding Colonel Boris the antagonistic 
stowaway, He wanders about lighting 
fires, priming bombs and frazzling you 
with his laser gun. Each level is 
interspersed with the rocket and 
asteroid sequences. So it's action, ziiiiip, 
action, ziiiiip... 

The graphics are brilliant, capturing 
the look of Herge's original perfectly. 
The sprites move fast and animate 
really well, {Tintin himself has over 40 
frames of animation}, though the flip 
screen scrolling is a bit disorientating at 
first. The levels get gradually larger - the 
first has six screens, the second nine 
and so on. And they're so addictive - the 
lure of getting to the 
later levels, and the 
thought of an end 
sequence equal to the 
opening sequence will 
keep you e-Tintin ing 
until the early hours of 
the morning. 



THE VERDICT 
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TiHtfA On THt Mom captures 
Ihe aUnpspberE and humour el 
HEftje s original brilliancy 
Fran paper (a pinel, Tinlm has 
ma do a perfect transition 





n **@@!!***l! Er... what happwtaal? Oh look, thai horrid Col ana I Boris Is trussed 
up Ilka a chicken * but not far long, I fear..." 
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XENON 

TECHNOLOGY 



* * AMIGA * * 




FALCON II MISSION DISK (Mirrarsoft) £14.90 

RO60C0P (Ocean) £16.90 

XENON ll-MEGABLAST (Image Works) £19.70 

(Ocean) £16.90 
(Ocean) £16.90 



1. 
2. 

3. 

4. RED HEAT.. 

5. 
6. 



tttiimtn 



■ t» tmtlMIMI 



7. 

8. 

9. 
10. 
11. 
12. 
13. 
14. 
15. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 
23. 
24. 
25. 
26. 
27. 
28. 
29. 
30, 



■ ■ 



GEMINI WING (Virgin Gaines) £13.80 

INDY& LAST CRUSADE (US Gold) £13.80 

SHOOT 'EM UP CONST. KIT .... (Palace) £19.80 
BEACH VOLLEY (Ocean) £16.90 

KICK OFF (Anco) £12.90 

BALANCE OF POWER 1990 .... (M/soft) £18.80 

XYBOTS (Domark) £16.90 

HONDA RVF750 (Microstyle) £16.90 

DRAGON NINJA (Ocean) £16.90 

SLEEPING GODS LIE (Empire) £16.90 

(Electronic Arts) £16.90 
(Dynamic) £16.90 
£16.90 
£16.90 
£16.90 
£13.80 
£16.90 
£13.80 
£16.90 
£16.90 
£16.90 
£19.90 
£16.90 
£16.90 
£XSpdO 



RICK DANGEROUS (Firebird) 

PHOBIA Image Worts) 

KNIGHT FORCE (Titos) 

SILKWORK (Virgin) 

HILT 



■ iillll «f ** ■* 



(Irtfogrames) 

SKWEEK (Lorielels) 

THE DUEL, TEST DRIVE 2 ....(Accolade) 

F16 COMBAT PILOT (D.I.) 

THE NEW ZEALAND STORY (Ocean) 

FALCON 

WICKED (Electric Dreami) 

THUNDERBIRDS (Grandslam} 

BLOOD MONEY (Psygnosis) 



# Koiiix Navigator Joystick. ...£9.20 

• Ram Delta Joystick *• > .« £8,80 

■ Zip Stick Joystick (Autof ire) „»„£13eB0 



• Commodore AS01 512k Ram/Clock .£134.80 

• Commodore A590 20MB Hard Disk £357,80 



• 10 DS DD (800k) Blank Disks 



• ««* 



..£7.99 



CREDIT FACILITIES 
Terms: 1 00% down and nothing more to pay! 



All Released Software 
Dispatched At The 
Speed Of Sound; 

BOTH ACCESS & VISA TAKEN 



All orders are sent by First Class post within 24 bourn 
(subject to availability}* 
New titles are sent day of release. 
All prices shown are inclusive of VAT, postage and 
packaging {please add £1 . 35 per item overseas), 
Please make cheques or postal orders payable to 

"XENON TECHNOLOGY" 

AH items are fully guaranteed and if you experience any 
problems just let us know and it will be 
replaced immediately 



* SPECIAL OFFERS * 



Order 
Falcon & Falcon 2 
and receive a FREE 
Amiga Mouse Mat. 

Order 
any 6 title* 
and receive 
10 FREE Blank Disks 



Order 
any 3 titles 
and receive a FREE 
Amiga Dust Cover 

Order 
any 8 titles 
and receive a FREE 
Konkx Navigator J/S 



Compact Discs are atso available from 
Xenon Technology 
For a full list send anSAE. 



71 Wadham Road, North End, Portsmouth, 

Hampshire P02 9ED. 
Telephone: (0705) 670878, 
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CONTINENTAL 

CIRCUS 

Neeeeooooooocwwww! We all know about the little 
translation hiccup that caused the original coin-op Continental 
Circuit to materialise in Europe as Continental Circus. Now 
David McCandless takes a look at haw Continental Circus has 
translated to the 16 bi tries. N eeeeeeeeooooooo wwww! 



Continental Circus was tne first in a 
'new-wave' of driving games in the 
arcades, after the race 'em up 
drought that followed OutRun. The coin* 
op boasted extra-swift graphics, 
multiple locations, and most revolution- 
ary of aH, true 3D, The player had to 
watch the game through a special visor, 
and the on-screen graphics flickered at 
an alarming rate to produce that 
legendary 'reach out and grab you 4 
effect Unfortunately, playing for long 
periods gave you a migraine,and many 
arcade bosses ran a nice little sideline in 
paracetamol vending machines. 

Now Circus has arrived on the 16-bit, 
sadly (or not, depending on the 
sensitivity of your cerebellum) missing 
the 3D feature- Nevertheless Circus is 
easily one the fastest and bestest 
driving games you'll see in the home. 

ROUND THE BEND 

The game starts with a quick overview 
of the track. There are eight courses, 
spanning the globe, ranging from 
America to Mexico, to Japan and that 
metropolis, Dorking-on-the -Weir. Each 
track comes equipped with its own 
array of tight bends, cunning chicanes, 
tighter bends, straights, and yet more 
bends, all slyly sequenced to give even 
those genetically descended from Migel 
Mansell cramp where it hurts most, 

Then it's on to the starting yrid, with 
you resting in 100th place. A buxom 
bint parades around for a while, then 
departs sharpishly as the manly rev of 
sampled engines fills the air. The light 
steps from red to green - and they're 
off! 

The road is three cars wide, and 
hurtles along at an amazing pace. Trees 
and billboards blur past at the sides, 
while the track meanders left and right, 



raising and dipping convincingly. Other 
cars appear out of the horizon, You 
bullet past them, engines roaring. You 
can almost smell the diesel. The other 
car drivers are quite unskillful at first. 
They generally stick to their lanes, and 
perform predictable manoeuvres 
around bends. Venture to Monaco or 
Japan however, and your opponents 
become cleverer and more weasel like. 
They change lone when you least 
expect it, drive three abreast, arid jangle 
their furry dice at you. 

SMASH EM UP 

One collision with any other car sets 
your engine on fire; two smashes and 
you make like Mansell (i.e. spin out of 
control and blame the car}. If you get hit 
once, you can be saved by pulling into 
the pits. Here, a couple of engineers 
charge on and swiftly douse the flames 
with a fire extinguisher, 

Timing is quite crucial. Along the 
track are markers, which extend your 
time limit. On the later tracks you 
simply can't afford to crash, since the 
delay means you'll more than likely run 
out of time millimetres from (he 
chequered flag. 

The payability, the excitement, the 
realism. A good conversion of the coin- 
op, definitely. 



WHAT'S WHAT 




Continental Circus 


PUBLISHER 


Virgin/ Mesrartrtin k 


PRICE 


£19,99 


FORMAT 


Amiga /ST 


RELEASED 1 


Now! 



Details of what you're wearing, 
and all the latest I salt e far tha 
budding Nigel Maniftll (TaJI the 
truth. td.\ Whether you're In tee 
or bottom gear It Indicated here. 




Indicate ■ fpoed. J it it say a*. If s 
wonderful faking off at about 
400kat/hour In low gear, I 
couldn't da It In my Toledo, 



Rrrumrumrum 



Heady to 
burn rubber,, 
kick an and 
ar..* 90 very 
fall actually . 
Haw H only 
the woman 
cleaning Ihe 
track would 
move her 
act*.. 



Tf* 





The really 
useful map 
shewn at 
you reach 
each stage, 
allowing 
you to 
make sure 
that you 
crash fa Irly 
close fa a 
pltstop. 



wm ■ 
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Hew mony bimbos you've |5fep Iff 
frf) What y«n'v« actually racked wp 
m far In yevr bid tm hm 'king (or 
que en-rig hi on) of Hie high HVrt 

MM*** 



The rank which yew must achlava 
In order fa qualify far the next 
stage — belli the time and 
qualifying rank murt be ranched. 
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acca: Continental Circus is 
FAST 1 The track, the scenery, 
the cars, even the high score 
table all hurl about at incredible speeds. 
The speedo clocks up to a max of about 
395 km/h\ and you get a phenomenal 
impression of speed with the scenery 
and road-line rocketing about the 
screen. In fact, this is the first racing 
yarns I've played on the Amiga when 
I've actually felt exhilerated. I was 
gritting my teeth as I screeched around 
the hairpins, groaned aloud when I 
collided with my umpteenth Ferrari, and 
almost cheered when I eventually made 
it past Monaco (a track coughed up from 
Satan's bottom if ever I saw one). 

The road is brilliant. It curves around 




bends, hills and valleys 
amazingly fast, just like the 
arcade. The graphics are good 
but not stunning, some anima- 
tions had to be sacrificed for veloc- 
ity. The intro screens are backed by 
some excel lent d ig itized i n -acti on sh ots 
of Grand Prix and the like; but the in- 
game horizon graphics and scenery are a 
bit bleak and usually out of scale. The cars 
are good though, detailed and immedi- 
ately recognisable. 

I am surprised how faithful Circus 16- 
bit is to its arcade father. The 3D has 
obviously gone, but little else has 
disappeared, The brilliant crash 
sequence (when the car erupts and 
fragments of fuselage and driver 
'explode out at you'f is sadly missed. 

One feature that has been retained 
however is the rain shower. Randomly, 
during play, the sky suddenly clouds over 
and it starts to rain. The road becomes 
slippery, and the corners take that much 
extra-skill to manage. I lapped up the 
challenge, opting 
not to change to low- 
gear when cornering 
- they're still picking 
u p the wreckage. The 
sound has been di- 
rectly sampled from 
the original, and 
consists of loud 
neeeeowwwww's 
and rumbling engine 
noises. The synthy 
tunes are bearable. 

But the thing that 
makes Continental 
Circus a great game 
is the addictiveness. 
It's unbelievably 
addictive. The tim- 
ing, the competition, the credit system, 
the exhilaration, the speed, the lure of 
extra levels - they all come together to 
make itone of the most compulsive games 
ever. You'll be mumbling, 'Just one go," 
into the early hours. So get into your mini, 
switch on the turbo boost, drive on round 
to the pits and pick up your copy of 
Continental Circus NOW! 



THE VERDICT 



HASSLE 
FACTOR: 1 
There' i a five 
second delay 
before you 
actually start 
racing which is 
a bit annoying 
when you're all 
'geared' up 
and ready to 
go. (Groan Ed} 
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Jonathan: With a name as enticing 
as Continental Circus I was 
expecting great things of this 
game, so was pleased to find that the 
ST has not really suffered in compari- 
son with the Amiga. Gameplay's ail 
there and the graphics aren't half bad - 
neither is the sound. 

Driving round and round in wiggly 
circles is what it's all about and Circus 
accomplishes this task very well - it's 
basically Poh Position with knobs on. 
There's s frightening impression of 
speed, although it's a shame that it's 
created by light and dark lines coming 
towards you in the road rather than 
more adventurous means. Your vehicle 
also proves to be very nippy when 
dodging between the rest of the 100 j!) 
cars taking part in the race. 

Realism more or less goes out of the 
window. This is the first time I've tried 
changing down into first at 400 km/h 
(and got away with iU rind I'm sure the 
delicious blonde who stands 
rn front of you to signal the 
start of the race isn't really 
acting in her best interests. 
Also, how come, although 
you're in front at the start of 
the race and only three or 
four cars overtake you before 
you get up to a decent speed, 
there are millions of cars 
further down the course to 
overtake? Well weird! 
Perhaps I'm just picking holes, as none 
of these things affects the gameplay. 

For pure, unadulterated, mindless 
enjoyment, something like Circus is 
hard to beat. All it boils down to is 
holding the joystick in the forward 
position and waggling it to the left or 
right every now and then, which is just 
the ticket at the end of a hard day's toil. 
If you want something a little more 
thought-provoking, then what are you 
doing reading about a racing game 
anyway? Go away! 

There are a couple of 'features' in 
C/rcusthat make it differ from its 
contemporaries. Firstly, when you hit 
another car you don't instantly blow up. 
Instead, you drive along for a while 
spewing out smoke and flames - then 
you blow up. However, if you can find 
the pits fast enough you can call in for 
repairs. Invariably though, disaster 
strikes just as you pass the pits, so it's 
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quicker to simply crash and get a new 
motor! There - a playing tip for you! ! 
The other feature? Oh, rain. 

Graphics, sound and all that kind of 
stuff are pretty good, though I'll always 
wish they could have been better. 
There's a constant brrummm noise as 
you drive along, building up to a 
wweeeooor as the revs build up, then 
every so often, complete silence and a 
neeeoww as another car passes. 
Pktchoof! indicates a collison. 

If you're looking for a very playable 
conversion of the arcade game, then 
this is it. The programmers have done 
extremely well, so I can't fault it in that 
respect; 

Rod. Amber, Green. And I'm off.... 
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rnprvned foratfiw as my F-16 leaves tiie runway. This time 
wj mission to destroy a battalion of tanks. Suddenly, threat 
warning- interceptors closing fast! I quickly select dogfight 
node and arm 3 Sidewinder. We botfi fire at the same time - 
d^f and a kty-g turn out manoeuvres his missile, k loud 
explosion Mis me he's not so lucky. 




Flyin j fast and low, I turn my MB towards my target. Time to 
switch on the ground radar arvd arm the laser-guided Mavericks. 
\ fire six missiles in quick succession, Lantirn automatically 
locking on to each tank. UN) flak btirsttng around me I dive for 
cover and head for home. Approaching base. I contact the tower 
and request a talkdown for my night landing. 

.Another successful mission in Operation Conquest -the 
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6 Central Street Manchester M2 5NS 
Telephone: 061 832 6633 
Telex: 669977 OCEANS C Fax 061 834 0650 



DO YA WANNA 
TOUCH? YEAH! 



WIN! WIN! WIN! 




A very touchable 
Saisho stereo VHS 
4000 video 
recorder complete 
with a video copy of 
The Untouchables* 





The roaring twenties Chicago-style 
were pretty dodgy times for us 
mere mortals. Al Capone, the 
greatest gangster of them all, ruled the 
roost with his bunch of terrorizing, 
trilbied thugs. Piano wire ties and 
concrete overcoats were the heppest 
wear. And to top it all off the prohibition 
i.-jwa meant no alcohol! Think about it 
fellow soaks no long sessions down 
the boozer or any tinnies at home! ! 

St»ll r one good thing to come out of it 
all was The Untouchables movie one of 
the biggest blockbusters of last year. 
And now Ocean is releasing the 
computer game of the movie based, of 
course, on the exploits of Eliot IMess, the 
dude who managed to put A I Capon e 
behind bars for tax dodging. 

Taxable Assets 

There'll be no taxing problems for the 
winner of this compo though, cos first 
prize is a well swish state-of-the-art 
Saisho remote control video worth 
nigh on £400 sovs. It's packed full 
of all the usual goodies including 
2B day/eight programme timer 
as well as an extended play 



PLUS 



10 

copies of the 
even more 
touchable 
Untouchables 
game from 
Ocean. 



option which'll let you fit eight hours of 
recording onto a four hour tape. And 
we've thrown in a copy of The Untouch- 
ables video. There's also 10 runners-up 
prizes Of The Untouchables game too. 

Tax Free 

To stand a chance of winning one of 
these prizes (guaranteed tax free of 
course} all you have to do is answer the 
following boozy queries... 
1) Identify the following tipples 
from their advertising slogans. .. 

a] *" refreshes the parts other 

beers cannot reach/ 

b) " probably the best 

lager in the world. 

cf "I bet he drinks 




2) Untouchable* star Sean Con nary 
used to play James Bond - how 
does GO 7 Mice his martin is 7 
31 Name A I Capone's favourite 
■port. (What? Ed) 

Now What? 

Right just fill in the answers on the 
coupon and send it {or a photocopy! to 
Don't Touch Me Competition, ZERO, 14 
Rathbone Place, London, W1P IDF 



RULES 



V Any untouchables working at Dennis Oneshots Ltd. or Ocean will be busted by Eliot 
Ness if they attempt to enter. 

• The Editor's decision is final. (Though bribes may be considered 7 Ed) 

0 Anyone caught trying to enter after November 30th, will be strung up It's the only 

language they understand. 

II 
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Steel is Hews*n's latest foray into thel6-bit battleground ond 
is set on o spaceship whore a bunch of renegade robots have 
gone 'troppo' - (That's Aussie for having kangaroos in your 
top paddock, which is Aussie for being as mad as a hatterl). 
Sean Kelly and David McCandless donned their Metal Mickey 
suits and went for a stroll through the tin machine. 



Unfortunately, the scenario for 
Steei is a load of crap. Quote: 
"Robots have gone rogue on the 
space ship Steel . -board the ship and 
deactivate the system," That's it. So we 
bring you 'Steei: The ZERO Scenario.' 
Eight purple cartridges, each the master 
of one track from the new Kylie 
Minogue album, have been stolen by 
the Society for the Propogation of Good 
Taste, who have hidden them within a 
vast spaceship. Your task, as Droid 
President of the Fluffy Dice And All 
Things Naff Preservation League, is to 
get the eight cartridges and place them 
in cartridge slots, thus allowing their 
transmission through the cosrnoverse. 




The eight purple cartridges to be 
collected can be round in various 
locations around the complex. Once 
found, they must be inserted into the 
cartridge slots, all of which are in one 
room. Only three can be carried at 
once, so completing the game is going 
to involve a lot of moving around in the 
huge flip screen complex. 

The complex is made up of a huge 
number of corridoors, interconnected by 
walkways. Mapping is, as in most 
arcade adventures, going to be essen- 
tial. This Is primarily because the 
corridors, although there are obvious 
differences for each section, look very 
similar and tend to blend into one 



another after a while. Of course, 
chasing about and getting lost so 
frequently makes a big dent in the poor 
'pressure cookers' reserves of fuel, but 
fortunately refuelling is possible. 

Refuelling is done by accessing the 
power points to be found around the 
complex, although each time you collect 
more fuel, your score dncreaaW, Fuel is 
gathered by pushing up on the joystick, 
while pushing down will decrease your 
fuel. This option seems a bit stupid to 
us, but it might be useful for idiots who 
don't know their up from down, 

Think 'Hewson' and you think 'sub 
game', and Steel is no exception. Here it 
is - a simple shoot 'em up, which 
involves shooting a data bus within a 
set time limit. This isn't helped by the 
fact that rotating around it are drivers 
(bus drivers?! which must be blasted 
away before you can shoot at the bus. 
If the droid fails within the set time limit, 
then he loses some of his energy. If 
your shooting is more accurate than 
John Wayne's and you succeed, one of 
the Kylie cartridge slots becomes active, 
allowing the insertion of a cartridge. 
This might sound like 'une piece da ^ 
urine' as the French might say, but it's 
not all plain sailing. Throughout the 
complex there are numerous droidsl Ky 
lingons), all programmed to obstruct 
you, while some fire at you and reduce 
your energy level too. They should 
make the going more difficult, but do 
they make Steel worth a trip to the local 
software shop to part with your dosh? 




Saan: Stool is on unusual game, 
Initially, it's an absolute beggar to 
get to grips with, mainly because 
the instructions aren't incredibly clear. 
Once you've worked out that the 
strange things leading out of the 
passages are actually walkways, you 
realise that it's actually bigger than you 
thought, and it begins to open up. 

The graphics are effectively de- 
signed, presenting a huge metallic 
spaceship with lots of colourful and 
highly detailed passages. Once you're 
past the nice graphics, however. Steel 
Shows itself to be a fairly unremarkabli 
'ch a rge-ro u nd -a nd-co II ect-th i n g s- wh i 1st- 
killing-the-meanies' game. 

The robot adversaries come in a 
large variety of shapes and sizes, but 
they are all frustrating. Some will bump 
into your droid before floating away, 
others will float away if you shoot at 
them, whilst others will indulge in e 
huge gunfight Unfortunately, you can't , 
fire your cannons and remain still, so 
you have to move in either direction as 
you fire. As you move fairly fast, you' II 
inevitably bump into a robot before 
your fire power has destroyed it. And 
bouncing into too many of the blighter* 
will obviously waste time and energy. 

In the end, however, they all 
interfere with your progress, and rather 
than being fun to dodge and shoot, they 
are a constant irritation, and can make 
progress incredibly slow at points 

It's fun, though, and I suspect that 
with its straightforward and simple 
gameplay it will have its fans. Person- 
ally, I found it a little bit too simple, and 
consequently not very exciting. 



WHAT'S WHAT 


TITLE 


Steel 


PUBLISHER 


Hewson 


PRICE 


£19.99 


FORMAT 


Atari / Amiga 


RELEASED 


Out now! 
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Nicely coloured and well 
animated throughoin. bui whal 
Steel actually boils down lo *t 
o run ol the mill arcade 
adventure 
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acca: The guys behind Steel 
have obviously been watching 
their fair share of Walt Disney 
films (he starts cryptically). The style and 
setting of Steei owes a lot to The Black 
Hole, a prehistoric sci-fi J epic' which 
featured lots of cutesy robots floating 
around on strings inside a spaceship 
caught in the grip of even more strings. 

Unlike the film, Steei is well pre- 
sented, looks good and plays well, The 
graphics are very good indeed. There 
are lots of colourful mechanical 'habitat' 
interiors, with suitably futuristic pipes 
and computer terminals, as well as beds, 
cupboards and doors. Thp central 
character and the other dangling robots 
are well-shaded and solid-looking. The 
attention to detail is good - the droids 
shift up and down slightly as they float, 
and their shadows drift across the floors. 
The sound is great, right from the funky 
title track to the satisfying zappy laser 
blast noises. 

But Steei is much too easy, I half- 
completed it on my third go. The energy 
terminals are too widely available, the 
sub-game is unchallenging, and the 
layout of the spaceship is predictable. 
The only thing that is remotely difficult 
is controlling your robot. If you release 
the joystick he faces forward, so that you 
have to turn and move either left or right 
to fire in that direction. This invariably 
leads to a collison with the endless 
oncoming droids. 

There's not enough challenge or 
depth there to keep any gamester happy 
for very long. It's a pity, since Steel 
could have been brilliant with perhaps a 
little more objects, some puzzles, and a 
few more ways to die. 
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How in* mow inquisitive among you may bo wondering what the two 
tlripey door, behind the droids with the number *U on are lor. They lead to 
a Wfc game involving camels, celery stick* and nuclear reactor*. {Tel* fh* 
truth. Id) Er... they're i«*t part a- the *f entry. 



LTefJ the 



execution 



Will programmed, well drawn, 
well presented arcade 
adventure which unlortunalely 
lacks thai certain Bndeinng 
elenieiH-challenijC 
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"TOP SCORE" AWARD 

"Grab hold of Voyager as 
<( » O soon as you can." 
'0 The most atmospheric 3D 
! f fa game you'll ever play." 

Mjm ZZAP "SIZZLER" AWARD. 
^^ 'Jn ZZAP 64. 
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ZEALAND ST 
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AMIGA 



19.99 £24.99 
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INTERPH 



Things are boding well for 
Mirrorsoft this Christmas. 
Well anticipated and (very) 
well received releases like 
Xenon tt and Btoodwyth 
delivered a poke in the eye 
to their respective genres. 
And now Interphase is set to 
launch a kick in the face to 
those who thought vector- 
graphics games could go no 
further. David McCandtess 
avoids all the usual 'Bristol 
City' gags and takes an 
exclusive peek-a-boo 
underwraps. 





Hi J » Is mar* than llkahf 
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ba hauling ¥** In-gama. It 
waft drawn blue -print styl** 
fad through a 3-D shape 
«d Iter, and fhaa finally 
appaan ln*gam«, rotating 
rrtiftsils launcher* and all. 
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ristol is lodged at the junction 
between Wales and the West 
Country. That's somewhere half-way 
between sheep gags and those classic 
references to 'cornish pasties' and 
'clotted cream'. It's not exactly the 
epicentre of the 16-bit games movement, 
but it's the city where programmer 
Adrian Stephens lives and is liable to 
stay. And why not, since Adrian may well put Bristol on the 
programming map with his latest feat, interphase. 

Interphase features elements from films like Blade Runner, Tron 
and Max Headroom, all coming together as a compromise between 
a Neu romantic cyber punk style and The Twilight Zone. The whole 
idea has been brought to life by game designer and project manager 
&«a ft Lester and vector graphics maestro r Danny Em mart. 



THE STORY SO FAR. 



The plot runs as follows. Years into 
the future, tedious and repetitive 
jobs and chores are being carried 
out by robots and automatons. As a 
result trie leisure industry has boomed. 
Entertainment is big, big (big) bucks. 
And the cult leisure activity Is Dream 
Recording and DreamT racks. 

DreamTracks are recorded patterns 
of imagination stored on CD-style disks. 
The technology is monopolised by 
massive corporations who employ a 
few Dreamers {Duncan must be 
moonlighting. Ed} highly imaginative 
individuals who 



THE GAME 



The game starts with a tunnel 
sequence, representing a data line 
leading to the heart of the 
computer. It undulates up and down as 
well as left and right, not unlike the 
Powerdrome corridor sections. ''The 
tunnel is basically to draw the player 
into the gamn sirak|htawriy without him 
having to do anything too cerebral" 
Successful navigation of the data-link 
takes you into the computer, 

Several tiers of 3D printed circuit 
boards represent the innards of the 
computer. The squares you can see on 
the floors and 



f 



can produce rich 
and flamboyant 
fantasies. 

But where 
there's money, 
there's corruption. 
Corruption on a 
grand scale in this 
case. Politically or 
philosophically 
biased Dreamers 
are creating tracks 
that could brain- 
vwasn the youth of 
the future. One 
dreamer, Chadd, 
unwittingly rec- 
ords a dream with 
dangerous sub- 
liminal messages 
- and is then im* 
mediately sacked from his job. 
Chadd realises his mistake and doc ides 
to steal the master-tape from the 
corporation's (veryji high security 
building. 

In order to do this, he sends his loyal 
girlfriend isucker'l into the huilding 
while he transfers his mind (via a 
homemade Track Interface Inverter of 
course! into the security computer. He 
hopes to manipulate the computer and 
create a safe path for his 'chick' to travel 
through. Once she's reached the top 
floor, it's kleptomania time r she steals 
the DreamTrack and then escapes! 



The till* far the opening screen 
wai designed nnd ray traced 
(giving a solid looU | an the 
Archimedes ("lovely machine"). 
The image has been parted 
across ta the ST, where a special 
hold-interrupt routine allows 
mare of the usual 16 colour* la 
be used. 



ceiling are holes, 
leading to the next 
tier. Each one is 
littered with 
strange shapes 
like holograms 
that serve as 
"abstract repre- 
sentations of the 
workings of the 
computer." 

The important 
components 
follow rough 
geometric 
designs, while the 
background 
graphics and 
nasties follow a 
more surrealistic 
route. The 
computer is conscious of your presence 
among its chips and sends a constant 
barrage of nasties your way. These run 
along the lines of jets, birds, frogs, and 
other fearsome contraptions. An on- 
board laser system helps you keep 
these at bay. 

Clicking both mouse buttons takes 
you into control mode. Here you can 
target missiles ifor destroying the larger 
and more persistent components), 
activate your tractor-beam {for snaring 
the faster nasties), dock with work- 
shops {to obtain new materials!', or 
enter the map screen. 
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■^■j or a mathematical genius and 
■pj programming star, Adrian 
ST St*ph*n* does not look the 
part. I expected an old man with a 
beard at least, flared brown trousers, 
horn-rimmed specs and a r sculpt-3D' 
haircut. Adrian, much to my surprise, 
is young, fresh faced, and wears an 
Imageworks T-shirt - not a kipper tie 
or chequered flare in sight, 

I bluntly ask, "Are you a genius?" 

While Adrain chokes on his own 
modesty, Dean pipes up on his 
behalf. "He is definitely one of the 
forerunners in the industry," 

Has he always liked vector 
graphics? "No, not especially. The 3D 
routines I'm using now were 
originally developed on an Amstrad 
CPC and then converted into faster 
68000." 

It seems to me that to be a 
programmer you need to have a 
gratuitous knowledge of 
mathematics. Just to smugly prove 
my point Adrian took maths (further, 
applied, and pure) at 'Uni\ Has 
Adrian's algorithmic background 
rubbed off on Interphase? 

"Yes, but you couldn't look at a 
piece of code and say oh, that's 
trigonometry or that's calculus. It's all 
sort of unconscious," 

Adrian was first exposed to 
computers in a park when he 
encountered an ex-Navy Commodore 
Pel in a plastic mac. This flash of 
technology inspired him to buy an 
Acorn Atom, which was swiftly 
upgraded when the BBC micro first 
appeared. His, first game was Kilter 
Gorilla on the BBC, followed by Moon 
Base Alpha, Mr.Ee, and Crazy Painter. 
He then switched to the Amstrad CPC 
to program for Ocean, His leap into 
16-bit programming came when he 
was asked to do the ST version Of 
Powerpiay, He hasn't looked back, 
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"The objects basically sent* as 
abstract representations af the 
working! ef the computer. Some of 
iHhent are there far added visual* 
while other* actually »*rvs seme 
hidden purpose."' 




THE ARTY-FARTY GEEZER 





A ihapa storN I Ho a* a Daniel 
Emmetf sketch m graph pnnor, 
with alt Mm nteasuramanti, facas 
■nd dimensions ovfllnadi 



winy imma-ft could easily have been 
Salvador Dali's protege (if Dal i wasn't dead an 
Danny lived in a spook house in France, wore 
very bright clothes, and said "Darlink" s lot*. Danny's 
populated the Interphase world with the strange, 
weird, spooky and Surreal images. A uni-cycling frog 
inside a computer? The design for other components 
came from mundane objects like Newton's Cradle, 
fairground rides, and of course - nature. 

"Sometimes I go outside and just look at things, " 
explained Danny, "Or 111 just get ideas from books and 
magazines " What sort of magazines, I began to wonder when I noticed some of 
the not-so-unphallic shapes the game has to offer, 

"You should see the turn-table pointer I" he remarks after I comment on a 
comparatively tame cylindrical graphic. 
No thank you. Danny's imagination is 
given a free range. Obviously. 

There's a big difference between a 
mental image and a computer image. Is 
there a long convoluted route between 
the two? 

"Not really. The idea is basically either 
sketched or up here in my mind." He 
pokes at his head- "I use part paper and a 
lot of help from a shape editor I wrote 
myself Imodest smile]. That's a huge util- 
ity todesign, debug and edit shapes with," 

Once the shapes have been designed, 
the data for them is passed on to Adrian, 
who, in turn, transforms them into object 
codes. The colour? and shading are added, 
and the whole shape placed into a mo- 
tion-designer. 

Computers first beckoned Danny at the 
cherubic age of thirteen when he was ex- 
posed to the 'revolutionary' TRS-80 with 
its 'revolutionary* 4K of memory. Nowa- 
days, he designs on an ST and claims the 
fame for the 3D shapes in Stargiider It. As 
well as interphase, he's working on Elec 
tronic Arts Aggressor (formerly 'Hawk' 
possibly IFT-Tfi perhaps 'Aggressive 
Hawk' or probably just 'The New Jei 
Sans thingy'}. 

The un I -cycling frog (for It Is ho) 
la transferred to ttta nla*fl¥» *•##- 
mad* 3D ntanlpelaror program an 
• 1 040 ST with monochrome 
monitor (tor oxtro clarity)* More 
fha frag cam ba rotated 1 , span, 
flipped, inverted, axled, olassad, 
dismembered, disembowelled or 
cat Into lixoabla cvbe shaped 
plates with aaw*. 
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And hare's fha final 
prodvrl buoyantly 
careering around tho 
Interphase computer 
en trail*- fit* colour, solid 
look and 'evil ova' was 
a d d o d by Adrian, and any 
resemblance to mmf 
amphibious groan hand- 
Mm payors alive or dead hi 
entirely coincidental. 





► The map screens display a wire- 
frame diagram of the level you are 
on. There are 12 floors, increasing in 
complexity and slyness You can zoom 
in on any part of the level (and any part 
of your girlfriend) to any resolution. 
Hazards include security robots, 
electronic doors, pressure pads, and 
electrified floors. You have to deactivate 
these if your 'bird' is to get very far, 
To turn off a security device, you 
must engage your navigation system, 
zip back into the computer and track 
down the guilty device. An arrow point! 
you in the right direction, switching 
course if you over-shoot your target- 
Unfortunately most problems requiri 
timing and foresight as well as an itchy 
trigger finger. This is when the strategy 
element comes in. You must plan the 
route before you start, and sometimes 
you find that a component you need has 
been destroyed laccidently) earlier in 
the game. This means you must 
generate a clone of the device, and than 
use the tractor beam to lock it into 
place. 

Interphase is fast. The 3D silicon 
jungle spins and wheels around at an 
alarming rate while jets and spooky 
shapes race across the screen, not 
slowing for an instant. One excellent 
feature is the way shapes retreat into 
the gloom, becoming darker and lesa 
vivid as they get further away. 



TOTAL ELLIPSE OF THE HI ART 



evolutionary is an easy term to 
bandy around when a new, 
good-looking game is in the 
offing. Does Interphase have anything 
new, anything revolutionary to offer? 

"Ellipses," Ellipses? "Yes, closed 
conic sections formed by an inclined 
plane that don't cut the base of the 
cone," Adrian explains and then spot* 
the bewildered look on my face. "Sort 
of like a flattened circle.* Ah. "Nobody 
else has done them in a vector graphic* 
game before. 

"Ellipses give a slightly different feel 
to the shapes because normally you jud 




INTERPHASE 



under wraps 



have straight edges all over the place. 
With these you can get smoother 
curved edges." This new discovery 
paves the way for more natural looking 
objects, with the ability, to pulsate and 
animate more fluidly. 

Another 'revolutionary' little routine 
is Adrian's shading technique. Gone are 
the days when one side of a shape was 
restricted to one shade of colour. Now 
you can have multiple shades on one 
face. Wow! 




The Innovative use of ellipses ajvo 
tfes shape a more rounded 'm^turaT 
leek and make It possible lor some 
interring (and possibly a«lte 
luggettive) pulsating effort*. 



BACKGROUND 



The plot and game idea was jointly 
conceived by Simon Knight and 
Doom Lo>stor at Mirror soft. Then, 
when Adrian approached them with the 
expertise and vector-graphics system, 
the answer was a resounding yes!' Lots 
of big smiles, enthusiastic hand-shaking 

and deadlines 
followed. 

Provisionally 
called Main- 
frame, the 
coding of the 
game began 
about a year 
ago. Adrian 
built it up using 
his 3D routines 
as a skeleton. 
Then, six months ago, Danny was 
drafted in to provide some stunning 
visuals' Dean has over-seen his 
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This is plan view of leva 
which features hazards sv 
turntables and pressure pods 
You can »«m onto the level, 
much like a microfiche 
magnifies a microfilm. The 
closer you travel down the 
more detail is revealed. 




brainchild right from the start. 

"The idea was to combine the best of 
arcade action with something with real 
strategy in it," explains Dean. "A lot of 
people have done 3D games before and 
then attempted to put some strategy in 
as an after thought. We tried to get a 
good compromise between the two, 
each one complementing the other. And 
Adrian's system seemed the most apt 
for the game." 

In a rare moment of intellectual 
inspiration. I give a short lecture on the 
failure of other similar games and my 
own personal hatred of games that are 
too difficult too early. You can produce 
all the strategy and great arcade action 
in the universe, but if it ain't playable, it 
ain't gonna be played. 

Dean understands this. He draws on 
Bombuzal (an early Image Works 
release) as an example "We haven't got 
like a 120 levels to gradually increase 
the difficulty. We've got a dozen levels 
and we have to stage this difficulty 
exactly right. 

"We're hoping to get a Dungeon 
Master effect. People spending hours - 
weeks even - on one level." 

So, after 70 man weeks of hard slog, 
sweat and toil, how close is interphase 



Your lady transmits a message 
and the security computer will 
intercept it, but because you're 
secreted in the bowels of the 
midline, you too ton read the 




This is Newton's Cradle la Its 
allocated spot on the PCB board- It's 
the kind of rhlna high brow emecutiva* 
adorn their coffee tables with H they 
want to add an air of Intellectual 
gravity to the digestive dunking. 

to completion? "There are a few 
cosmetic changes to be done, but the 
logic of the game is all there - just a few 
weeks to get the look and feel right " 

Edging towards a December release 
date, Interphase looks set to cause a few 
ripples (ellipses even) in the games 
world. I'm certain that my long and 
lonely Christmas nights will be spent 
nuking that bloody uni-cycling frog 
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Heard the one about 
a duck called Bin, a 
'chick' called Lucy 
and Achacha - a dirty 
old wizard? Well, nor 
had Dvncan 
MacDonald until he 
went quackers taking 
out Acti vision' s 
newie Dynamite Dux 
for a waddle*.. 





WHAT'S WHAT 



Aetivi&ion 



£19.99, £24.99 



ST/ Amiga 




Out now I 



ynamite Dux is a very targe, 
eight way scrolling, highly 
colourful cartoony romp with the 
emphasis on cuteness'. You might 
wonder why this is? Because it's a 
conversion of a Sega coin-op — that's 
why. And we all know how twee Sega 
can get iMeft unchecked. 

Anyway, the basic scenario is this: 
you re a duck. And you've got to rescue 
a 'chick r who's been kidnapped by a 
wizard. The wizard is called Achache 
{which, as we've just discovered, is 
almost as easy to type as 'banana'). The 
'chick' is called Lucy. 0h r and the duck s 
called Bin. IThere's actually another 
duck as well, called Pin, but you only 
see him if you're playing in 
simultaneous two player model 

ACE UP THE SLEEVE 

Bin (and indeed Pin if he's there. Urn, 
let's pretend he is) stroll across a right 
to left and up and down scrolling 
landscape, trying not to suffer the same 
fate as the famous Norwegian Blue duck 
from the Monty Python series, {ft was a 
parrot actually Ed). To deal with the 
numerous highly coloured 'jolly' 
cartoon foes that saunter across the 
screen, Bin and Pin have an ace up their 
sleeves. The ace, in this case, is called a 
fist, A quick press on the fire button 
delivers a puny little swipe that knocks 
over only the weediest of nasties, while 
for real ICO. power you need the mega 
punch, which you get by keeping the 
fire button depressed- 

As well as fists, there are numerous 
weapons lying around just for the taking 
(bombs, homing missiles, rocks, flame 
throwers etc), but they all have a limited 
lifespan and you can only carry one 
item at a time. 

SPECIALIST NASTIES 

As in the standard mould of these 
things, there are loads of 'specialist' 
nasties {i.e. big ones that take a lot of 
killing) scattered through (and at the 
ends of) the levels. So basically, what 
you have to do is keep on walking right, 
jumping when you need to jump, 
avoiding the myriad foes, collecting the 
tastier weapons and then shooting 
things if you can't get round them. 
So what does it play like? 





G»t on tftia K«ne (G*l on up,] Like Q 
quack math In* (Get ** 

unc: As I was loading Dynamite 
Dux I thought "It's funny, isn't it, 
how the Japanese, especially 
those at Sega (who did the original coin- 
op of this), can make every computer 
game sprite look like Marine Boy, what 
with his stupid big eyes and 
everything". Then the main game 
screen popped into view, and guess 
what? The duck I was controlling looked 
NOTHING AT ALL like Marine Boy. How 
wiong I had been. Sorry, Japanese 
people — my mistake. The graphics in 
Dynamite Dux are cartoony in a sort of 
'Garfield" fash or- i.snrr of, I ■ ■ a • a 
cursory glance at the screens should 
serve you here — 'a picture paints a 
thousand words' etc. 

What a picture doesn't paint how- 
ever, is how the animation feels — how 
things move. Urn, and I've got quite a 
good word for this actually. Here it <s 
"slowly". Things chug 
alongatapicoscopicrate I 
of knots. I found myself ' 
wrenching the joystick 
really hard to the side to 
try and wring a bit of 
extra speed out of Bin' 
Ithe name of the duck 
you control), but, alas, it 
didn't work. 

The road winds 
about all over the shop 
with sections where 
there's more than one 
possible way to go. Each 
route has it's own pros 
and cons regarding the 
' number and power of the 
adversaries you'll meet 
of which there are squil- 
lions all told, and every 
| one of them is cuter than 
the one that went before. 
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N 0W — whet I actually think about 
Oypsm/fe Dux, (About time- Ed). It's an 
excellent cain-op conversion. Core {the 
programming house responsible I has 
done a great job. The only trouble is 
that the arcade machine itself was a bit 
boring, so a conversion could only 4 at 
its be$t) be a bit boring too. I've got 
nothing at all against ' cutesy r games, 
just so long as there's some pace 
involved. Unfortunately, pace is 
something that Dynamite Dux doesn't 
have. Like quite a few other Sega 
games, things in DO. sort of limp along 
- and the collision detection is a bit 
squiffy as well, 

If you adore games that bob along in 
a slightly geriatric way, mildly surreal 
but lovable animal sprites and you don't 
mind being killed by something that 
looked as if it didn't touch you, then 
you'll be happy with this offering from 
Activision — it'll keep you occupied for 
ages, lis certainly pretty enough and 
hard enough. However, if it's a sweaty 
joystick handle you're after then it might 
be wise to give this one a miss, 
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Dynamite DlJX U a ciltfriy 
pseudo 3-D SLrnllimj carta any 
bcit em up really Dm it s all i 
bit Ih sedate and sarin try in 
reiNy f tab EryniW by tim, 
mm. 'Hungin'. 



Htyt IKi the OynoiHlt* Ovi Dancing 
too. Ch 1mm* * Brown n»H tic; »n+ f 
two, Hir**, tour..*0*i down on 
v p|, Ge* dawn (0«t on up)-- 






nttz Sega's coin op Dynamite 
Dux would seem to have a lot 
iCjoing for it. It's a bright 
(sickening^ cute, slightly bizarre 
cartoon beat 'em up. And I really 
like cute, slightly bizarre coin ops. Ergo, 
I II like the Amiga Dynamite Dux, won't 
1? Urn, well no actually. Not really. Let 
me explain. 

Why do cute coin-ops work? It s 
because they're so playable isn't it? And 
as far as I'm concerned the word 
'playable' is directly interchangeable 
with the word 'platforms-and-ladders, 
jumpirifl-up-and-down, nipping- 
through-secret-doorways, le&ping- 
ravines-and-generally-bouncing-about- 
all over-the place/ It's not directly 
interchangeable with the word 
' wa d d I i ng a 1 on g -th e-street- punching- 
things-and-um-that's it.' And that's all 
you really get to do in Dyn&mite Dux. 

Still, let's look on the positive side, 
The graphics are universally bright and 
glossy and clear, and some of the 
animal designs are a real treat. Moose 
heads bound towards you just aching tc 
be punched, pigs trundle along on 
trolleys and boxing kangaroos sproing 
around like manic Zebedees. Bin and 
Pin are neat little sprites too, apart from 
the fact that a) they look just like Woody 
Woodpecker (especially the orange 
one), b) they walk forward slightly 
faster than their feet move (I'm always 
whinging about this in computer 
games) and c) when they do the twisty- 
spinny-Popeye-arm megapunch they 
have to stand still to land it. which 
slows things down a bit. 



Tom can tall by Hi* way I move my 
wplk I'm a woman's avek (no lima ta 
lumml (Wrong fraefc. frfj 

What Activision has got here then — 
and it's more a fault of the original coin- 
op than its quite professional 
conversion — is a graphically cute and 
varied cartoon beat em up with a lot of 
instant appeal, but not much lasting 
gameplay. I 
mean, a beat 
'em up with 
only two 
combat movesf 
{The thrilling 
stand right in 
front of the 
baddy and 
punch him, and 
the equally 

exciting stand a few feet a way and 
throw something at him.) It's just not 
cricket! (It keeps you enthralled for 
about as long though.) 

The other thing if s managed to 
come up with is a game that's almost 
identical on the ST and the Amiga — 
there's only really the music to tell them 
apart. And luckily the Amy soundtrack is 
nothing short of awesome, Oops, did I 
say awesome? I meant annoying. It's 
loud, jolly and very, very obnoxious 
indeed. Ten out of ten for that, then. 
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HASSLE FACTOR: 0 
Once it's loaded you're 
away - though we did 
hove a bit of a problem 
accessing two player 
mode. { Just put it down to 
the fact that we're crap*) 
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EXtCUTIQN 



• 20 » 40 



60 * 10 * 100 



A pretty, cule Imla cartoon 
heal 'em up Chn1 lnoks great 
lor itis first hall h nur, but is 
almost totally irra of 
plAyamlily 
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Eat your Hart out Tony! Alan 
Tomkins, the man who put the 
Pee in er** pixels, is here to 
show you how to become a 
master artist without cutting off 
your left ear! 



A s this is the first issue of ZERO I 
thought Td take time out to 
briefly tell you what Artifacts 
will be rapping on about in the months 
to come. First and foremost we'll be 
reviewing all the new art packages and 
telMng you if they're worth shelling out 
for. We'll also be showing you how to 
use a Genlock, but not how to pay for it 
You'll learn how to edit your home 
videos, (but remember to keep them 
clean or else HI want to see them), as 
well as how to use diyrti^ers and 
repaint the images 
produced so you can 
show your latest 
girlfriend (Or boy- 
friend f Non -sexist Edt 
your etchings. Re- 
member, after sliding 
one of those Into the 
side of your machine 
you'll really impress 
them with the size of 
your equipment. 

You'll be shown 
from scratch, just how 
to draw on a computer, 
including Ray Traced 
3-0 images, so that 
after a few months 
you'll be wrapping 
your fingers around 
your mouse and really 
performing. 

Graphic artists are Alan Temfclnc 




the great unknowns of the games 
industry, so in the coming months I'll 
also be r.unning up and down the length 
of the country to interview top end up 
and coming arty geezers, (and one day I 
might just get expenses, so I can let the 
train take the strain). 

Ill also be giving you a step by-step 
guide to how the graphics for a new 
game are created, {but don't put me out 
of a job just yet, 'cause I need the dosh}. 

Cue Vision On music... 'cos there'll 
also be T/ie Gallery, the bit where you 
can send in all your 
pictures and win a 
prize if yours is the 
best. But remember, 
we can't return your 
pictures without a 
stamped addressed 
envelope, And don't 
forget your tips for 
creating pictures either. 
Also if you've had 
problems with a 
package let me know 
and I'll help you iron 
them out. So start 
sending your pictures 
and letters in now! (I'm 
a philanderer, philater.. 
philipi.. I need the 
stamps!) To kick off 
this month here's a 
rundown of my 
favourite art packages. 



A DEGAS ELITE 
Electronic Arti £14.99 I ST) 
Currently the beet buy an the ST, It 
has the beat teem ami text meek, 
but it hai a bad! bug. When yaw Ml 
ESC le cut and) poste it tomatlmai 
crash**. Apart IrOffl thl», If yea 
only draw new and again, thii h 
the package to go lor. 




▼ ADVANCED ART STUDIO 
firebird/ £24.95 (IT) 
ThU It the b*lt sprite package en 
the ST, but yeu can alto draw fall 
ctreent at well; plui it'i vary good 
tar redrawing digitized Images. It 
does contain ene bug en later TO! 
versions of the ST, make ivra you 
get a directory a# any now dick aa 
your cecend doable sided drive. 
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▼ PHOTON PAINT II 

Electric Dream* f ( Amiga} 

This. Is Hi* Deluxe Print III of the 
HAM mode, a truly wandai-fiil 
package. It caihai with a great worn 
mad* plus bend, blend, wrap and 
much mere. If yew've never drawn In 
HAM mode try Photon Paint U f you'll 
Ml* If, 



ALAN TOMKINS 
INTERVIEWS... ER 
ALAN TOMKINS 

Nobody knows more about me than 
me 'cos I've known me all my life, 
well apart from me mum, so I 
decided who better to tell you about 
me than me! (Eh? Erf) 




Alan: Well now, tell me Alan how 
long have you been resident on 
this planet? 
Alan: "I always thought that it was a 
woman's privilege to withhold her age?" 
Alan: But you don't look like a woman. 
Alan: "Thank you; well I'm a 43 year old 
Scorpio, and an Anglo-Scot ; I moved 
from Edinburgh down to SommersTown 
in London's Kings Cross, when I was five. 
I went to the Richard Cobden Infants 
School and the Burghley Junior School 
when I was 11." (Get on with it! Ed.) 
Alan & Alan: "Sorry!* 
Alan: Whet were your 
best subjects? 
Alan: "Well I hated 
Maths and English, but 
loved Art, History and Science. It was 
great at a new school 'cos it came ready 
supplied with girls!" 
Alan: Everybody likes to think that they 
went to school with somebody famous, 
how about you? 

Alan: "Johnny Hall, (Who he? Ed) the 
drummer of The Equals was in my 
class and was one of my best friends. 
And in another class, in the same year, 
was Eddie Grant who was lead singer 
of The Equate and who later went solo.* 
Alan: Claim to fame, 
eh? What did you do 
when you left school? 
Alan: *l moved into 
music. For the 1959 
School Dance I set up two record play- 
ers in the hall, because I was the only 
one with a good record collection," 
Alan: I suppose they were Bock & Roll 
records? 

Alan: "A few were, but I liked R&B rec- 
ords that weren't released over here r so 
I had to go to bootleg import shops. By 
1960 there were a lot of people who 
were into R&B and buying smart 
clothes from the Kings Road. This was 
how the Mod movement started," 
Alan: Don't tell me you were a mod!? 
Alan: "Yeah, I used to get on my 
scooter and go to Chelsea away games 
and all the other supporters would 
laugh at my clothes." 
Alan: What happened then? 
Alan; "In 1965 I moved to Los Angeles 
for three months, then came back to 
Swiss Cottage in Hampstead r where I 



"School came ready 
supplier! with girls!" 



still live, I started to DJ at The El Toro 
Discotheque/ 

Alan: Were you into taking drugs? 
Alan: "The only drugs about in them 
days were pep pills nicked from Boots 
and grass, none of them killers like drugs 
today. I can't for the life of me under 
stand why people today take drugs." 
Alan: Music is a big part of your life, tell 
us who your favourites are? 
Alan: "My favourite record in the fifties 
was The Isley Brothers' original version 
of Shout. Acts I liked included The Isley 
Brothers, The 
Olympics, The 
Drifters, Fats Domino 
and all the New York 
Doo Wop groups, 
"My favourite record from the Sixties 
was again by The Isley Brothers their 
version of The Top Notes' Twist And 
Shout. But my main man was Phil 
Spector, producer of The Ronettes, 
Righteous Brothers and Tina Turner * 
Alan: Who are your current favourites? 
Alan: "Well my taste in music is slowly 
changing towards Rock 'cos while I like 
House Music, I really hate Rap. So I 
would say Stevie Nicks, Cindy Lauper, 
Kate Bush and Tom Petty." 

Alan: What about the 
movies? 

Alan: "My all time 
favourite movie is 
Bfaderunner' 
Alan: Hem, well what about sport? 
Alan: "Apart from Chelsea I'm a Ferrari 
fanatic and go to as many Grand Prix as I 
can, I also own 43 Ferraris but can't get 
into any of them as they're all models." 
Alan: Who are your favourite drivers? 
Alan: "My all time favourites are Count 
Von Tripps, who was leading the World 
Championship with two races to go but 
unfortunately was killed at Mon/a in 1961 
when Jim Clark drove into him, 
and Gilles Villeneuve, the 
greatest attacking driver ever, 
who was killed in Germany." 
Alan: So how did you get 
involved in art? 
Alan; "Well around 1966 I 
started to air brush car and 
van bodies, but people who 
crashed their motors a lot 
couldn't afford to have their 



Other supporters would 
laugh at my clothes" 
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F15 Strike Eagle II 

F1 5 Strike Eagie H is a whole new concept in computer air warfare. 
Dogfighting Is the name of the game. The air swarms with enemy 
aircraft Dice with death as you light youj burners and head for 
the skies. Success depends on making the right moves - fast 
Super smooth, non-stop action takes place over 250,000 square 
miles of authentic terrain. Supem, solid-filled potygon-based 3D 
graphics makes it feel as though you realiy are in the thick of the 
action. Hundreds of options, four difficulty levels and a vast 
amount of missions and scenarios make F15 Strike Eagle II perfect 
for dogfighting veterans and novices alike. 
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panels redone, so I moved into photog 
raphy and did so many waddings I got 
bored. So I moved to Belfast and took 
pictures for The Mirror and Express. 

"By 1970 though, 
it was a sad fact that a 
Protestant born Cock- 
ney wasn't wise to stay 
in the Catholic part of 
Belfast so I came beck to Swiss Cottage,' 
Alan: So what did you do then? 
Alan: "I drove a Post Office van around 
Kentish Town on two wheels for a 
while, then went back into music where 
I produced a few more records and got 
a Silver Disc in Italy with an Italian 
group called The Bridge (Who? Ed) 

"Then I drove a No,T6 bus out of 
Cricklewood Garage and later became a 
Tax Inspector." 
Alan: When did you 
get into 
computers? 
Alan: m \ bought a ZX 
31 when it first 

came out, then a Spectrum and later up- 
graded to a BBC Micro, but I didn't do any 
real art work until 1985 when I bought an 

ST." 

Alan: How did you 

get into doing Computer Graphics for a 
living then? 

Alan: "Well I did a few pictures using 
Neochrome and then met Errol Elison 
who ran the Sel- 
fridges branch of 
Silica Shop, He saw 
them, and put them 
on display. Later he 
started to writs a 

game and asked me to do the graphics 
for him. This game was called Founda- 
tions Waste and has just been reissued 
on the US Gold Klassix label. 

"\ then went to the 
1987 PC Show and went the rounds. I did 
Paperboy for Elite which should be out 
now. I then started to freelance mainly for 
Probe Software, but have worked with 
Softek on Raffles. 

Eidersoft on Quantum Paint, the SAW 
Digitizer and with Software Horizons on 
Mafdet and Veteran, plus a new release 
for Atari called Atari Grand Prix, among 
lots of others." 

Alan: What games have you worked on 
with Probe software? 
Alan: "Trantor, Solomon's Key, 1943, 
Roadbtasrers, OutRun Amiga, OutRun 
Europa, Tiger Road, Savage and Mr Hstt 
among others. 

"The team at Probe work very wall 
with each other. They're a very friendly 
bunch of people, and most importantly 
there is no bitchiness or back biting, just 
a very professional bunch of people." 
Alan: Graphically what woulti yTCMJ 
consider to be your best game? 
Alan; "You shouldn't ask me things 
that - we're too modest. But for self 
designed graphics I would say Founda- 
tions Waste- As for arcade conversions I 



"I also own 43 Ferraris 
but can't got into them!" 



"then I drove a No. 16 
bus out of Crick le wood " 



I did so many weddings 
I got bored" 



think the new release from Firebird, Mr 
Heti, is most like the original arcade * 
Alan: Which computer do you think is 
best, the Amiga or ST7 

Alan: "3 see, catch 

question time is it? 
Okay let's go then, for 
graphics alone it has 
to be the Amiga but I 
hate its operating system, it s so bloody 
slow! The ST is much more efficient to 
work on, I get hold of an STE in two 
weeks time so I may change my 
opinion, but the ST for sixteen colours 
is still a very good buy if you have 
limited funds. 

"On the games front I go for the 
Amiga again, as when games are 
written for the Amiga and not just 

ported across from 

the ST, their graphics 
and sound are really 
wild, even though 
they tend to be slower 
than the ST versions. 

"For sampling it s again the Amiga 
with it's stereo sound, or rather, panned 
mono. But for midi control then the ST 
is the winner. For Word Processing, 
Data Bases, Spread Sheets and OTP the 
ST is again the clear winner. 

"So which would I choose out of the 
two? My first reaction is to go for the 
Amiga, but as an all round workhorse 
I'll plump for the ST. 

"What I can't 
understand is all 
those poseurs who 
write into magazines, 
slagging off all and 
sundry who don't have the same 
machine as they do. Who really cares 
anyway? Enjoy the machine you've got 
and stop worrying about 
the Joneses." 
Alan: Well I reckon you 
sound like a pretty good 
bloke! 

A tan: "Thanks so do 1." 
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DELUXE MINT III 

Elech-onic Arts £69,95 {Amiga) 
If yotf da a I at «1 graphics- an the SI, 
then you'll know that to get the 
b*it yaw n«ad at least lour different 
packages. On the Amiga all yav 
mid it Detune Point Hi, it has 
virtually everything bar multiple 
ureeit*, and this latest version also 
has animation. 




ZOETKOPE 

Electric preaMi £*9.05 (Amiga) 
Ifcr Amiga version at Cyber Faint, 
this pachage is great far creating 
and displaying lull screen 
animations bath short and long, 
foe' II have hour* el tan with this 
package. 



DRAW TO A CLOSi 

So there you have it, my 
favourite art packages far 
both mac bines. Don't target, 
fa gat the best out af any 
package yQU must first sit 
dawn with the manual and 
learn haw fa use It. You'd be 
surprised hew many af yav 
out there never read 
manuals, sa you never get 
the full use of the package 
you've just spent leads af 
moolah on. And don't forget 
te be kind to mice. (Ell? CaJ 
See you next month! Ob, 
and I nearly forget, if you've 
get any works of art, 
scribbles or hints and tine, 
then send them ta Alan 
Tornkins (that's me) Artifacts, 
ZERO, 14 Rath bane Place, 
London W t P IDE. 
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KONIX 
KORKER 

Experience the ultimate journey 
into realism with 
the Multi-System 



GUNNED 

The greatest 
PC Engine 
shoot 'em up 
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VIGILANTE 
Stalk the 
streets with 
Sega's latest 
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The business... OIL., The chalk 
JPCWEBLjfteiemrds...TEE WOR I 



OIL FIELD NUMBER 17 15 BURMINCU!.,.- 

The day's fir »t p rob rem is but one minor 
episode in ihe rapid action world of the oil 
iltdufttry. Oil I: upcrium rjkf sytj-u deep Into 
the htart ft f this ffenelir. business and 1*1* you 
explore Us Htnilfesi horizon* boardroom 
strategy, international polim > . liriancial crises, 
ofl field actio* and terrorist blatkmaU- 
It s a lough business, a dirty business . when 
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Honcu: 121,786 



CRM 64/128 disk - £14.99 
Atari ST ,£24.99 
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Welcome, <onsofe trovers, to 
Hie firs! edition of Console 
Action - the magazine within a 
magazine devoted entirely to 
the colossal world of consoles. 
There's something for every 
machine^ be it an Atari VCS or 
a Sega Megadrive. 

Bui why Console Action? 
Because there 1 ¥ been o recent 
upsurge in demand for the 
ultimate in home 
entertainment. Consoles, and 
only consoles, can deliver the 
sort of escapism that you and 
me are after. If you don't 
believe that the console's day 
has dawned then consider 
this; 

• Rampage on the Sega 
has recently stormed to the 
number two slot in the home 
miero- dominated Gallup full- 
priced software charts. A 
remarkable achievement that 
will doubtless happen again 
and again. 

• Nintendo is still crowing 
about the phenomenal success 
of Super Mario Brothers* Will it 
ever stop selling? Probably 
not* 

• The PC Engine and Sega 
Megadrive have convinced the 
Japanese and Americans that 
the arcade has finally made it 
into the home. Check out the 
Gunned review yourself* 

• Konix's Multi-System has 
brought a whole new 
dimension of game playing 
into the home - that of reality. 
You can now feel the game, 
interact with it and become 
part of it almost, 

• Both Atari and Nintendo 
have gone still further - 
they've managed to shrink 
entertainment down into 
something that will fit into the 
palm - with the Lynx and 
Game boy respectively* 

Still need convincing,.,? 

Enough! Tuck into this issue 
and get those letters rolling. 

This is your magazine, so if 
there's something you want to 
reacVabout, write in and tell us 
□ bout it. There's also a section 
devoted to gameplaying tips 
and cheats so if you know of 
any then send them in. It could 
earn you some of the latest 
releases. Get to it, Write to 
Richard Monleiro, Console 
Action, ZERO, Dennis 
Publishing, 14 Rath bone Place, 
London W1P IDE. 




news 



NO KONIX FROM SANTA 



Konix Multi-System unlikely before next year 



Although Konix recently demonstrated 
its new Multi -System - and a range of 
near finished software titles for the 
console - to a multitude of computer 
journalists, it's not expected to go on 
sale until after Christmas. 

Besides the basic console unit, there 
is a powered chair and a range of add 
on accessories that will turn the console 
into the ultimate home entertainment 
system. The Multi -System Is split into 
several sections with the main console 
unit and the powered chair selling 
separately for £220 each. The basic 
console will be competing directly with 
the likes of the Sega Megadrive, which 
also incorporates 16 bit technology, and 
the PC Engine, The Konix console has 
an 8086 processor and dedicated 
hardware for scrolling, graphics and 
sound, See the Konix feature further on 
for more details. 

It's looking decidedly unlikely that 
Konix will be in a position to sell its 
Multi-System in time for Christmas 
because there are still modifications 
that need to be implemented. Even the 
developers don't have the full system, 
but have to make do with just the basic 
console unit. 

The modifications still to be made to 
the Konix system include redesigning 
the control pillar. At present it's not 
robust enough to take the kind of 
hammering that serious game players 
will dish out There are also likely to be 
some problems getting the system 
approved for release. At present the 
pitch of the chair as it moves close to 
the floor means that the family cat 
would be squashed if sleeping 



underneath. All such problems must be 
ironed out before release, so it looks like 
anyone trying to purchase if in time for 
Christmas may well be disappointed. 

Konix had intended to mount an 
intensive advertising campaign between 
October and Christmas to make 
everyone aware of the Multi-System 
and its potential. The slogan 
""Experience the Reality" was to 
be used throughout 
the campaign, 
but due to 
problems with 
supply the 
campaign has 
been 

withdrawn 
and will not 
be run until 
next year. 
Michael Baxter 
of Solution PR 
who is 
handling 
distribution of 
the Konix Multi 
System insists 
that "tens of 
thousands of 
units are avail- 
able to meet 
demand from 
consumers 

who hear about the Multi System from 
alternative sources." However, the 
potential sales from a massive 
television and newspaper advertising 
campaign would exceed demand and 
Konix does not wish to keep customers 
waiting for the product. 




Arm you sitting comfortably? 
Well, new we'll begin... 
Jerk... ■aarrrgh!... help... 



PIRATE 
POWER 

Having ripped oft th* S-bit arid 1 6-bit 
home -computer mark art left, right and! 
centre, pirates ore now turning their 
attention towards consoles* Pirated copies 
of Nintendo and PC Engine cartridges ore 
circulating in Britain and are being sold 
as legitimate copies. 

Piracy is big business and it appears 
as though pirates have found ways of 
copying the ROM chips inside console 
cartridges for distribution worldwide. 
Clever for- Eastern companies have 
succeeded in ripping off PC Engine and 
Nintendo games using cheap gadgets 
whkh con copy ROMs, but most worrying 
of all is the way these same gadgets are 
beginning to circulate in the UK. 



The copying devices work by reading 
data from the gome ROMs into a home 
computer's memory, The master ROM is 
removed from the unit and replaced by e 
blank EPROM (electric ally programmable 
read-only memory). The data stored in 
memory is then written hack out to the 
new chip. The problem comes in 
designing a cartridge unit mot will plug 
into the relevant console and support the 
EPftQM. But for persistent pirates that is 
soon overcome. 

In the UK, PC Engine Services has 
been known to be selling illegitimate 
copies of PC Engine games. Until o Few 
weeks ago it was distributing pirated 
copies of Tiger Heii. According to boss 
Robert Zengallir the reason for this 
pursuit was mot official copies hod "run 
out*" With software for the PC Engine and 
consoles in general being relatively 
difficult to obtain, pirates could make a 
killing selling games at whatever price 
they thought they could get away with. 

Nintendo soyt it will prosecute 
anyone who copies its cartridges, But 
tracking down the culprits will be a 
mammoth task - particularly when 
they're usually small operators working 
from a back room in Hong Kong, 
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EGA 




IN 





Lit nld-OcfttWr Virgin Ma*ter*roni< 
will start Mm National Sega 
competition in contonctla* wlffc Yo«tb 
Club UK, Tli* Mm I* fa gtv* ffco Sega 
nnHlf a high profit* In th* l«4 «p> 
to ChHitrtia*, Th* COmpeHtloii will be 

ope n tm all* 

Regional competitions, will bo 
organl**d fhr*ugh*Mft Hw (•■•fry •* 
various clubs where a Sega »n*ol* 



will be provided lor play. Th* games 
Hkcly to h* vwd In rho competitions 
have yet to bo decided* but 
Mastertremlc li trying; to find s game 
which vrtll appeal to the entire 09* 
rattan fraen »*l*> r that can b* played 
within 1 9 minora*. le***y Walk**, 
MastertranlCs f*t manager told 
Cviiult Acfto*, "In Hie **d we'll 
probably g* far a •heat 'am ap tine* 
they appeal to everyone, W* might 
also decide to split the c on petition 
lata two age groups to make thing* 
fair." 

Winners of the regional final* will 
go forward to the semi-finals and 
fh*n th* finals, dee to be hold **>rty 
next year. The competition will be 
supported by a national totowlslon 
advertising campaign. 



NINTENDO THREATENS 
COIN-OP 
MARKET 



There are fears among the big 
software houses that major coin-op 
titles could disappear from the 
shelves altogether if Nintendo gets its 
way. The Japanese console giant is 
believed to be looking at ways of 
securing exclusive rights to all popular 
arcade games. 

If this happens then it's believed 
Nintendo would reserve all the best 
licences for its own console system and 
thus tie up the market totally. Nintendo 
would almost certainly insist that no 
other versions could appear on other 
consoles or home computers. This move 
would force gamers to buy the Nintendo 
system if they wanted to enjoy any of the 
major arcade games, Nintendo has to be 
careful, however, not to overstep 
European fair trading laws; naturally 
Nintendo is keeping a low profile at the 
moment More news as it happens. 



SEGA GET SMART 

There ore plans afoot to 
scrap the Sega smart 
cards, which have been 
around far years, and 
replace them with 
cartridges. The cartridges 
have been outselling smart 
cards for a while now as 
Master Ironies Lesley 
Walker explained, "The 
smart cord is easily 
broken, particularly by 
youngsters. Younger kids 
have even been known to 
take bites out of the card - 
not healthy for the child or 
the game!" All other 
forthcoming games will 
appear on cartridge only 
priced around £14.95* 

ATARI INTO PALMISTRY 





Atari's Sam Tramiel: "We have 
revolutionised palm -top 
technology/' 

NINTENDO GO QUIET 

Nintendo is keeping very 
quiet about its forthcoming 
release schedule, refusing to 
go into detail an any of its 
proposed releases. 
Nevertheless, Console Action 
can reveal that by Christmas 
four new titles will make their 
way onto the market* These 
will be tkari W a mors. 
Guns moke, Ghosts And 
Gab /Wis and Trajan* All should 
be released by Christmas. 
ikari Warriors is a conversion 
of the coin-op smash in which 
two players waste hordes of 
attacking enemy troops. 
Ghosts Ana* Goblins, another 
Elite hit, is an arcade 
adventure in which rhe player 
runs around avoiding and 
killing ghouls. 



YOU MUST BE YOKING 

In a bid ro compete with the forthcoming Kanix Mulli- System, Virgin r^stertronw 
is bringing out a yoke which will plug into th* 5*ga console and provide o driving 
peripheral armed with fire buttons. The price of the yoke ii y*t to be decided,, but 
around £40 seem* likely- 

tf * already possible to purchase yokes toe the Sega console *ram arternatrva 
source*, but at present there are no Sego-branded devices available, If the /^V 
Mum' -System cannot be produced in mass quantities betor* Christmas then / |Q\ 
Sega is likely 10 grab a major lead in rhe console market. The Sega yoke \ 1 
alia has rhe advantage rhat ifs compatible with the 16-bit Megodrive* ""-II- - 
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TARISTH9M 
164 CASS £9.99 
64 DISC £14.99 
>BCTRUM£9.99 
RUM +3 £14.99 
AD CASS £9,99 
W DISC £14.99 



Your indispensable 
guide to underhand 
gamep laying: 

CHAN AND CHAN 
K Engine 

HoHway through the last 
fevel of world 1 , a bridge 
appears just as a group oF 
bird i fly overhead. Walk 
ovet the bridge, turn and 
kick as many bricks OS 
possible. Fall down the 
hole and you'll bounce 
bock tp the top of the 
ttttsm to reappear in a 
iec ret wa rp tone , where 
kveb 2. 3 or 4 can be 
entered at will. 

t-TYRi 
K Engine 

Inter JJl'65ft9-MB as the 
mission cade to gain 
maximum equipment and 
load i of lives. 

SHfNOSI 

Seen 

When the title screen 
appear^, push diagonally 
while pressing button two 
and select level to start an. 

SUPER MARIO BROS, 
Nintendo 

tf you lose all your 
Mario's, press the sta rt 
button while holding 
down the A button, You'll 
now be able to Start on 
level one of the last world 
jfoti reached- However, 
you only get another three 
Marios* 

SPACE HARRIER 

If three lives aren't 
enough to complete the 
million then, at the 'Game 
Over' prompt, press the 
control up, up,, down, 
down, left, right, left, 
ight down, up., down, 
up. The game restarts with 
□ nether three lives. This 
•:nn be done continuously. 

THUNDER BLADE 

Sega 

When approaching the 
end-of- level fortress, move 
up to either top corner a no 
lit there* The fortress wrll 
blow up without you 
having to touch it. 



THE LATEST GAMES 
UP FOR GRABS 

Send in your gamep laying 
Hps, maps, tactics, or 
cheat codes and you could 
win the hottest software 
releases for your machine, 
tf you get your underhand 
rrirk* published then you 
get the latest games for 
your console. 
Send your secrets la 
fheef. 1 , Console Action, 
ZfftO, De-mils P*fcll«Maf 
Ltd, 1 4 ftafhbaae Place, 
Lend** Wit* 1 PI* Don't 
target to stole which 
machine you awn. 



reviews 



GUNHED 

Hudson Sflft/£34.99/PC Engine 



'The ultimate in verti- 
cally scrolling shoot 
'em ups? You betf GunhBct 
isn't just some two-bit 
conversion of an arcade 
game, it's an original end it's 
more addictive than any coin- 
op. You control a ship which 
can be directed around the 
screen as you progress 
forwards through one level 
after another of violent 
arcade action. One of the best 
features of the game is the 
bolt-on weaponry which is 
picked up by moving your 
craft over special icons that 
appear either at opportune 
moments or after blasting 
away the aliens, and boy are 
extra weapons necessary. 
They don't just make life a 
little easier, they're damned 
near essential if you're going 
to get anywhere. 

The whole thing moves so 
fast that you're just not going 
to survive unless you have 
the neural responses of an 




entire SAS team and the 
intellect of a ham sandwtch - 
'cos there's absolutely no 
time to think. 

Coin-op quality graphics 
and impressive sound 
accompany the amazingly 
playable game Extra 
weapons provide some of 
the greatest visual treats you 
are ever likely to see. Laser 
power sruikoR around the 
screen, damaging shields, 
erupting in sonic waves and 
firepower leaps around the 
playing area like there's no 
tomorrow. At the end of each 
level you meet massive 
aliens like giant spiders and 
brains. Without winding your 
way around monsters like 
this and firing constantly, 
you'll never progress onto 
the next level. 

Sprites vary drastically m 
design and size, some move 
fast whilst others are just 
obstacles. Some split into 
two and then four and then 



Laser power Is the only 
way you'll survive In Nils 
game* 

eight while others meet up 
and form a massive creation 
which has to be blasted. 

All in all, it's the type of 
shoot J em up which demon- 
strates the amazing power of 
the PC Engine, and it's 
certainly proved that even fl- 
Type just scratched at the 
surface. A must for any 
shoot 'em up freak. 



THE VERDICT 




- IE* 



A rfehnilft must far 
the shorn cm up 
addict 
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VIGILANTE 

VI rgin /Ma*t*rtron I e/ £ 24 . »•/ §m g* 




With an "eeeeeekkk" 
Maria is mauled by 
the merciless muggers 
known as the Rogues and 
carted off to the seedy side of 
the city. Putting on your 
Charlie Bronson cap you take 
it upon yourself to rescue this 
fair damsel from the dirty 
dozen (well, perhaps several 
hundred dozen!. 

First stop is the main street 
where you meet a grisly 
selection of sleeze balls like 
Chokehold, Mo Head and 
Wild Wacko who are out for 
blood. Only way to win is to 
hit them hard and fast before 
they kick, punch, stab, slash, 
throttle, or shoot you. With 
only your fists and feet as 
weapons things are definitely 
not looking up for you. As 
you progress through the 
levels, you can pick up 
nunchakus which are very 
effective against any oppo- 
nent- But they're easily lost if 
you're attacked by several 
thugs at once. 



After wading through a 
plethora of unpleasants, you 
get to the end-of-ievel boss. 
Dispose of him and you're 
through to the next round, 
only to be told that Maria has 
been whisked off elsewhere. 

In all there are shady 
areas of the city to visit: main 
street, junkyard.. Brooklyn 
bridge, downtown and a con- 
struction site. Naturally, as 
you progress, the nefarious 
rogues get more prolific and 
much nastier. 

Three lives and an energy 
bar that depletes faster than 
hot air balloons in Adelaide 
are not enough to guarantee 
you a safe journey through 
the scum-infested streets. 
So, thank you Sega, for 
including a continue-from- 
last-position option. It means 
you'll get to see all of 
Vigitante - eventually. 

Visually, the beat 'em up 
is excellent. Still screens 
display a tormented Maria 
between each level and this 




m 



Tour mote Maria. She's 
why you stalk Hie itreets. 

adds a great sense of 
purpose to the game. 
Backdrops throughout are 
detailed without being 
overbearing and each of the 
characters has a personality 
of its own. The only real 
grumble is the animation; 
many of your opponents 
look as though they're 
skating. 

Get out there arid give the 
rogues a rough time. You'll 
not regret it. 



THE VERDICT 




Plenty ol Ktion, 
plenty of screen, 
plenty la do 1 
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console feature 



The Konix 
Multi-System 
is on the 
verge of being 
released, 
Mary Ooran 
leeks at the 
technology 
and the games 
about to be 
released for it. 



0 



Cavort with motorbikes, avoid 
bridges, blast aliens, sail on a 
gentle ocean sea. Snuggle up to 
reality because the ultimate games 
machine has arrived. The Konix Multi- 
system is not just a new console, but 
the beginning of a new era. It provides 
an interactive environment like none 
other available presently in the home 
computer market; the moment you set 
eyes on the Multi System you'll 
understand why. 

The Ultimate Environment 

There isn't a joystick or hand controller, 
but a steering wheel, or handlebars, or 
yoke - you mould the machine to suit 
your gameplaying needs. 

The system is shaped like a giant W 
wiih one bar of the W supporting the 

monitor and the 

other housing the 
chair. In between 
both is a spindle 
upon which the 
control pillar 
resides. It's this 
which incorporates 
the console, the 
drive unit and the 
controller, 

With the 
system up and 
running, the 
power chair can 
be made to 
move under 
software 
control. So, the 
chair can mirror what's happening 
on-screen. You can be shaken from 
side to side or tilted violently up and 
down in accordance with the game. 
It's this which makes the Multi- 
System the ultimate in gaming 
environments. Imagine it - in GvtHun 
a car comes careering towards you; 
by pulling hard on the steering wheel 
the whole unit tilts on its side. But you 
go too far and you're off the road - the 
chair swings sharply - and crash. As 
you hit the dirt the chair judders up and 
down. This is what games should be all 
about - realism, And the Multi -System 
provides than environment. 

What's It Gat? 

The circuitry necessarily has to be small 
because of the console's compact size. 
Consequently the insides of the console 
incorporate few components. VLSI jvery 
large scale integration) had to be 
employed to get all the important bits 
and pieces into just one chip. 3D 
drawing routines are one of the 
machine's strong points and already 
this side is being exploited with 
Argonaut Software producing Revenge 
Of Starglider. 

The main chip is a massive 160 pin 
job capable of producing three different 
resolutions. Low resolution boasts 256 
by 200 pixels with 256 colours on 
screen. The last two resolutions only A 
offer 16 colours, however the 
resolutions are 512 by 200 and 256 by 
200. Altogether the programmer has 
access to a possible palette of 4096 



CLOSE TO 

REALITY 



JOYSTICK PORTS 



Two joy stick porfi ore provided On the 
arm of the console. Thais ton be used 
for plciying traditional platform games 
or arcade adventure I* 



LIGHT PHASER 



Konix. ha* designed a light gun which 
plugs into the joystick port. 



A standard television rests on a iheff 
pFid then a support s Trap is tied 
around it SO that it will not fall off 
during play- 



DISK DRIVE 



A 3. 5 'inch disk drive provides occesi 
to 880K of data, Meet exciting is the 
fact that data can be loaded info the 
console white a game is running. 




JUDDERER 



FOOT PEDALS 



Underneath the chair ii a judderer A special unit can be purchased which 

which cart move the chair to correspond comprises two pedals. The unit could 
with what i* happening on screen, be treated as a brake or accelerator 

depending on fbe programmer r i ideal. 
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The control unit 
ton be twitted 
■nd turned to 
give three 
type* of control 
methods - 
steering wheel, 
yoke and 
handlebar*. 
There are lire 
buttons located 
here so they 
replace the aid 
style joystick 
completely. 



KONIX CONSOLE 



tfJItV/illl 




Irolours, but the news is not all good. 
Unfortunately, the first two resolutions 
use 'Jp to 50K of memory which is 
unhealthy when you consider that 
there's only 256K of memory on board. 
The third mode is the most economic 
since the entire screen can be 
addressed with just 25K The dedicated 

■ftfcrdware means object manipulations 
are very rapid 

Storage Media 

UnNke other consoles, the Multi-System 
doesn't store software on memory 
cards. Instead a 3-5-inch double-sided 
disk drive accepts disk software. A total 
of 880K of data can be stored on each 
disk. The design of the Konix makes it 
possible to load data into the console 
mh\ st a game is running. According to 
Attention To Detail, who helped design 
e disk format, it will be impossible for 
ates to copy the software. 
The first few software releases won't 
take great advantage of the Multi- 
system - and will doubtless require 
traditional joystick control. Konix is 
encouraging a number of programming 
nouses to develop software which will 
support the M u It i- System to the full, but 
until developers get the complete kit it'll 
be impossible, 

One project which Konix is 
particularly eager to develop is a sailing 
simulation that'll use the chair to make 
the player feel the effects of sea travel 
and certain weather conditions. It's 
when games can be designed with the 
power chair as an integral part of the 
concept that simulations can take on a 
whole new meaning. Who knows what 
we might be seeing on the Konix in six 
months time? 




BIKERS/ Argonaut Soft ware 

Bikers will be released free with the 
console and if o Fairly standard 
racing gome., However, it exploits 
the potential of the Konix system by 
being extremely fait and addictive. 
It shows the Multi-System off to the 
full by making extensive wse of the 
power choir to simulate the effect of 
turning corners and crashing. It'* 
bean written by Argonaut software 
and features 256 colours on screen 
at once and quality sound effects. 




MUTANT CAMELS 'BO/ Llamaieft 

Jeff Minter has gone to town 
Mutant Camcis S9. Because 
love of colour, he's very excited by 
the Konix Molti- System and has gone 
to town witt* the 256 colour mode. 
Five levels of action and an 
enormous number of weapon 
systems make this shoot 'era up an 
addictive challenge. The game uses 
the power chair to simulate the 
effects oF movement. The graphics 
shown here are to be redesigned by 
a graphic artist - tHe range of calovrs 




| IT All RAY/ Logotron 

An improved version of Logotron r s 
Starray works in 256-colour law 
resolution mode. Because of the 
Konix system's hard wore scrolling, 
it will be able to move at startling 
speeds, but Logotron is also 
concentrating on creating some 
astonishing sound affects. Seven 
levels of shoot 'em up action are 
available - and use is made of the 
power choir. 



KONIX KRUSHERS? 

So much for the Konix. What 
about all the other consoles out 

im l 

SEGA MASTER SYSTEM 

From £80, Virgin /Maslortronic 

Available in various configurations, the 
Master System has the great advantage 
that its manufacturer is the leading coin- 
op producer. 

Software comes in cartridge or smart 
card format. The resolution offered is 256 
by 192 pixels', choice of 64 colours from 
the palette and three channel mono 
sound. The processor is the ageing, but 
trusty, Z80. 

MIC PC ENGINE 

From £500, Micromedio 

Seriously wicked custom graphics and 
sound hardware mean that the Engine 
can produce stunning audio visuals. For 
a few hundred pounds the NEC CD ROM 
player can be attached to the console. 
Because of this, software comes on 
compact disk or cartridge. 

The hardware offers a choice of 512 
colours from the palette, 320 by 256 
pixels and six channels of mono sound. 
Two versions of the NEC console exist: 
one for connection to a TV and another 
for attachment to 3 scan -equipped 
monitor. 

NINTENDO ENTERTAINMENT 

SYSTEM 

From £100, Nintendo 

With a huge number of machines sold in 
the States and Japan, this baby has the 
largest mountain of software available - 
and there's more coming all the time. 

On the hardware front, the Nintendo 
boasts a 52 colour palette, a screen 
resolution of 256 by 240 pixels and three 
channels of mono sound, 

ATARI 1600 VCS 

From £50, Atari 

A real oldie and the only one remaining 
from the first wave of consoles which 
appeared earlier this decade ll has a 
very primitive look when compared to 
the latest technology. Nevertheless, it's 
cheap and has a large software base. The 
only problem is locating any remaining 
software stocks... 

A total palette of 16 colours exist 
along with a resolution of 160 by 192 
pixels and a three-channel mono sound 
generator. Not the hottest hardware 
around, but for the money there's no 
beating it. 

SEGA MEGADRIVE 

TBA, Virgin Master-Iron it 

Launched earlier this year in Japan, the 
Megadnve is currently tops as far as 
available console entertainment is 
concerned. When we say available, it s 
here only if you don't mind a trip to Hong 
Kong. Don't despair though, the machine 
will be on sale in the UK by Easter of 
next year. 

The Megadrive is a 16-bit box of tricks 
with a Motorola 68000 processor running 
at 8MHz, ZS0 co processor running at 
4MH7, 64 colours on screen from a 
palette of 512, and FM stereo output. 
There's a dongle available which lets you 
run existing Master System games 
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BUY THE BEST 

« LI 



"Laser Squad is 
one of the 
best games to 
appear." 

Commodore user 




"It's one or two 
player tactical 
warfare situation 
wfth great graphics, 
sound, payability and 
hookability to boot. One 
piayer it's great, two 
players it's unbeatable." 

BLADE SOFTWARE L/MfTED C+VG 

BROOKLANDS NEW ROAU5T, IVES, CAMBRIDGESHIRE PE17 4BG TELEPHONE 0480 496497 

%3\\able- Amiga El 9,95. Atari ST £19 95, PC £24 95 t Archimedes £24 95,C64 cas*. £9.95, C64 disk £19.95, AmstradCPC ca« £9.95. 

Spectrum eass. £9 95, Spectrum disk £19 95 and WSX £9.95 




Amstrad d»slt£f9 



At last the real McCoy 



FOOTBALL DIRECTOR 





SPECTRUM 4S128K 
COMMODORE 64, BBC 
AWSTRAO 464 (NOT 6128) 

£9.99 



[HE MOST REALISTIC FOOTBALL 
STRATEGY GAME YOU CAN BUY 



LABLE FROM ALL LEADING RETAILEI 





LMTQC 



SPECTflUM SCWEEHSHOT3 | 


t uphimgm . 
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BTAIN A FREE CATALOGUE OF ALL OUR 
iTEGY GAMES JUST ENCLOSE A LARGE S,A E, 



>ER GAMES STILL AVAILABLE BY MAIL ORDER 



f TBALL DIRECTOR II 
CAPTAIN 
VTIONAL 
MANAGER 

L EY greyhounds 

\TIONAL MANAGER 
m SUPER LEAGUE 

)RDS FILE __ 

SPECTRUM 128K COMMODOHE 64 
ICPC464 /\ AMSTHAD CPC 6128^7 ATARI ST 




£19.99 
9.99 
9.99 
7.99 
7.99 
7,99 
7.99 
3.99 



£ 

£ 
£ 
£ 



IBM 
AMIGA 



PLAYING TIPS FOR ALL OUR GAMES £1.00 
£0 made out to D & H Games plus a large SAE. with 25p stamp 
" Please state clearly which game or games you require <4 for 
wler Also write your name & address on the reverse side ol 
I Overseas orders piease include £1,50 Postage & Packaging. 

DEPTYS, 19 Nlelne Road, 
Stevenage, Herts SG2 8LL 
ENGLAND 
GAMES E3 tT (0438) 728042 
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1 UPPER PARK STREET. HOLYHEAD 
J GWYNEDD LL65 1HA 

IMMEDIATE DELIVERY BY FIRST CLASS POST 
24 HR HOTLINE 0407 50603 NEW TITLES SENT DAY OF RELEASE 



AMIGA 5T 

A p | 13.95 13 4* 

ACTWN FIGHTER , 1*9* 1*9* 

ARCHIPELAGOS 16** 1« 

ASTAROTH 16.9* 19&6 

BALANCE OF POWER 1 MO.. 1* 95 16 96 

BATMAN 1* 96 1 3 95 

BATMAN THE MOVIE 16 95 13.95 

BATTLEHAWKS 19*2 1*95 16.95 

BEACH VOLLEY 1«-9B 13.96 

BIO CHALLENGE 1* SB 16 96 

SLACK CAULDRON.. 16.46 16.9* 

9LASTER0IDS 14.44 13 96 

BLOUOWVCH , 16.96 16.96 

BLOOD MONEY 1« 9B 16 95 

BUFFALO BILL S ROOEO. . 16.95 IB 95 

CABAL «-» ^ 9 6 

CALIFORNIA GAMES 13 96 

CARRIER COMMAND 16.96 16.66 

CASUE WAHRH3R 16 66 16 95 

CHARIOTS OF WRATH 16.36 16 95 

CHICAGO 90 13-66 

COLOSSUS CHESS 19 16 96 

CONFLIC 1 IN E U HOPt 16 95 

COSMIC PIRATES 16-96 

CRAZY CARS 2 "-95 

DAILY DOOflLE HORSE RAC 13.95 13.96 

□ ARK FUSION 1196 13.36 

DE.fA VU 2 16,9* 

DOMNATOR 13 36 

DOUBLE DRAGON 13.B6 

DRAGON NINJA 16.96 

DRAGON SPIRIT 13 96 

DYNAMITE DUX 19-96 

ELITE 19.96 

EMPEROR OF THE MINES. 19.96 1*66 

F 1 E COMBAT PILOT 16.96 16 36 

F16 FALCON 19-95 16.36 

F 1 8 FALCON MISSION DISK 13-95 13 95 

FMtAA FORMULA 1 16.96 16 95 

riENDlSH FREDDY SRlfi TOP 19 9S 19 95 
FORGOTTEN WORLDS 13 95 13.95 

G. LINEKER S HOTSHOT 13 95 13 95 

GAMES SUMMER EDITION 13.95 13.96 

GEMM WING 13.95 

GUN5HIP 19.96 

H. A.T.E 1*.M 

HAWKEVE 13 96 

HIGHWAY PATROL 1*96 

HK5H STEEL 13.35 

HONOARVF 

HUMAN KILLING MACHINE 13 95 19 95 

IHDY LAST CR-i'AGflQN GAME. . 13 95 13 95 

INFESTATION 19.96 

IRON TRACKER.. 13 95 

JAWS 13 95 

K OAUSLISH SOC. MANAGER.... 1 3.96 

KICK Off 1*»* 

K NKjHTFORCE 16.96 

KCT&TAL — 19-9* 

KULT 14.9* 

LASER SOUAD 13.96 13 96 

LAST NlNJA 2 16*6 1* 66 

LED STORM 13*6 13.95 

LEISURE SUIT LARRY 2 . . 



AMIGA 
16 96 

16 96 
1* 95 
16 96 
tB 96 
16 95 



9T 
1696 



16 96 
16 95 
II MJ 
13 65 



13 96 

IKS'. 

16.95 
115 9*. 
i6 96 



16 35 
13 95 
13 95 
13 95 
1 3 95 
13 96 
16 95 



LKjHTFQRCE 

LORDS OF THE RISING SUN . 
MICROPflOSE SOCCER 
MILLENNIUM 2.2 

MR HELI 

NAVY MOVES 

NEVER MIND 13 95 15.99 

NEW ZEALAND STORY 16.95 13 96 

NORTH AND SOUTH ,.„, 16.95 16 95 

QPf RATION WOLF 16*6 13 95 

P. GASCOlGNE SOCCER 16 9* 16.95 

PACMANLA 13 96 13 95 

PASSING SHOT 13 96 13 95 

PH09IA 13 95 13 96 

PIRATES - *• a * 

POPULOUS W 96 16 95 

POWERDPOMf 1* 96 16 96 

PRECIOUS METAL 1*95 16 96 

PftfcMlffl COLLECTION 16 95 19.96 

fl TYPE 16.95 13*5 

RAC RALLY 16 95 16 95 

RAINBOW WARRIOR 16*5 15 95 



16 96 13 96 
19 95 



13,9* 
19 96 
13.95 
13.95 
16 95 
13 95 



16 95 
13.95 
13.96 
13.95 
13 95 
16 95 
19 96 
16*5 



RED HEAT. ., 

REO LIGHTNING 

RENEGADE 3 1* 9* 13 96 

RICK DANGEROUS 1*96 16 96 

ROBOCOP 16 96 13 95 

RUNNING MAN IB. 96 T5 95 

RUN THE GAUNTLET 16.96 13,99 

5.0,1., 

SHINOBI 

SHOOT EMUPCONS MT 16 96 

SHUFFLEPACK CAFE 13 9* 

SKWEEK 13*5 

SLEEPING GOOS LIE , 16.95 

SPACE HARRIER 1/2 16.95 

STARGLIOER 1 16 95 

STAR WARS TRILOGY 16 99 

STEIGAR , 13 96 

STEVE DAVIS SNOOKER 13.94 
STORY SO FAR VOl t 3 14.94 

BTFVX « 13.9* 

STUNT CAR 16*6 

SUPER QUINTET. . . 16 95 

SWORDS Of TWILIGHT 16.95 

TANK ATTACK 16 96 16 96 

TARGHAN 16 95 16 96 

SILPHEEO 19 9* 19 95 

THREE D POOL 1* 94 1* 96 

THUNOERB1RDS 1* 95 16 95 

THUNDEREH ADE ,„.,1f.9B 13 95 

TIMES OF LORE 1* 95 16 95 

TRIAD 2 16 95 16 95 

IftIV PURSUIT1P NEW BEG 1395 13 95 
VIGILANTE 10 9* 10 96 

VOYAGER 19*6 13 95 

WAR IN MIDDLE EARTH 13 96 1 3 49 

WAYNE GHETZKY HOCKEY 19.9* - 

WEC LE MANS 1« 95 1 3 95 

WEIRD DREAMS 16.95 16 95 

WICKED 16.96 13 95 

XENON 2 MEGABLAST 16.96 1*96 

KENOPHOfiE 16.9* 16 95 

XYBOTS 13** 13 95 

ZAK MeKRACKEN 19-9* 19.44 



15 95 13 95 
i :t 95 i J 95 
16 96 
13 96 
13 96 
16 96 
13 96 
16 96 
1695 

13 95 
l i 91. 

14 9* 
13 96 
16 96 
' H. ■]•:. 



LICENCE TO KILL 1**5 13 95 

SEGA GAMES 

SEGA 

AFTERBURNER ,. 21.96 

ALEX KITT (LOST STARS! ,„„.21 96 

ALIEN SYNDROME ... 21 95 

AZTEC ADVENTURE... 20 60 

BLACK BELT 

BLADE EAGLE 3D 21.&5 

CALIFORNIA GAMES 24 50 

CAP1 AlN 5'LVfcR 21 96 

CYBORG HUNTER 20 50 

DOUBLE DRAGON,, 21 96 

ENDUHO RACf R 

FANTASY ZONE 2 21 95 

GANGSTER TOWN " 95 

CL06AL DEFENCE 20 50 

GREAT BASEBALL 20 54) 

GREAT BASKETBALL 20 50 

GREAT FOOTBALL 20 50 

GREAT GOLF 20 50 

GREAT VOLLEYBALL ""2*22 

KUNG FU KID... 20.50 

LORD OF THE SWORD 21 95 

MAZEHUN1ER 3D 21 95 

MISSILE DEFENCE 3D 3l 96 

MONOPOLY 24 50 

UK DELIVERY FREE. ELSEWHERE £2 QDiGAME FOR EXPRESS AIRMAIL 
PHASE MAKE CHEOUElPO PAYABLE TO KEY SOFTWAHE 



NINJA 

OUTRUN — 

PENGUIN I AND 

POWER STRIKE 

PRO WRESTLING 

QUARTET 

fl TYPE 

UMBO 3 

RESCUE MISSION 

ROCKY .r. 

SECHET COMMAND... 

SHANGHAI 

SHINOBl 

SHOOTING GALLERY 

SPACE HARRIER 2D,' 3D 

SUBMARINE 30 

THUNDERBAADE 

TIME SOLDIERS 

WONDERBOY2 
WORLD GRAND PRIX 

WORLD SOCCER 

VS...., 

ZAXXON ?D 3D 

IILLION 2 



SEGA 

20 50 

21 96 
26 54 
20 60 
II 95 
17 95 
26 60 
2 1 9 J .» 

20 60 

21 96 
20.50 
20 50 
21*5 

20 50 
21*5 

21 95 
II 49 
21 96 
2195 
20 60 
20 60 
Z9 95 
21-9* 
20 50 



ORDER FORM (PLEASE PRINT I 



STATE COMPUTER 



GAME 



Name 
Address 



TOTAL 



COST 



.Tel. 



SEND 10 KEY SOFTWARE. \ OPPERPARKST.. HOLYHEAD. GWYHEDD L16S 1HA^ 
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I; Man In a a u llcai*? Nope, 
It's d contract for hiring a John 
» typo chappia to pvt o«» your 
II firos, ar a« rep Ian* lick alt II 
you doc Id* to do II yawriolf. 

TELEPHONE: It** far yoohoo! Any 
laphana me^tagac which arrive 
M It* pvt up m ■ croon whan you 
click an Hia t« laphana. 

Yi Hire Tackat and Crubbs la da 
wr d«tactlva work? With stupid 
namot like thai, not « thane*. 
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IMPERI 




Well 'oil' be jiggered. 
We always thought oil 
drilling was done Dallas 
style complete with evil 
oil barons, champagne 
lunches and, of course/ 
accompanying bimbos. 
But Sean Kelly found 
different when he 
loaded up Oil Imperium* 




m m |r ho wants to be- a millionaire? 
mjHyV Er... me r actually, So Cong as 
^mwf it doesn't involve any hard 
work or selling various bodily organs 
that is. And now I've found the perfect 
way to become one — without risk to life 
or limb -by playing Oil imperium. 

The basic aim of OH imppnum, the 
latest game from Rainbow Arts is to 
make piles (or barrels, in this particular 
easel of moolah by becoming a JR 
Ewing clone and exploiting the worlds' 
natural oil resources. You play against 
three other opposing oil barons (either 
computer or player operated) and can 
choose to win in one of four ways: by 
becoming the richest oil baron after 
three years; by making over $80 million 
dollars in liquid assets: by bankrupting 
all three other players or by taking over 
80 percent of the market share. Having 
made your target choice, you begin with 
five million dollars {gimmeh seated at 
the office desk. 




WHEELIN' 'N' DEALIN' 

Now it s time to start wheelin' and 
dealin". Pick one of the daunting ana 
of options available and diva in. Em?] 
option is chosen from a number q( 
icons which either bring up a fu 
of choices, a report or, erm, so 
else. The first thing to do is buy 
oilfield (seems logical), and some 
rigs to stick on it. Next invest in 
advice on the probable oil yield. 

Once you've bought your land, 
drilling rights and oil rigs, it's time 
Start drilling. This'll lead you into I 
first arcade sequence of the game. II 
you've got the JR touch, then a colui 
of oil will rise up the shaft, and feud 
from the top. On rhe other hand if 
you're more like Cliff Barnes thertya 
probably be presented with a mesa 
along the lines of 'Drilling a fiasco 
SaO.OOOV Just the sort of 
encouragement that a budding oil bi 
like yourself needs really. 
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BUT: Oct yer oil Heidi here! 
Special offer thlf week. 

SELL: Off loading your *fl 
svppllo* «on keep the bank 
balance lapped up nicely. 




This isn't the only arcade section to 
the game, two others crop up later on 
too. The first involves putting out fires 
cn oil wells by chasing round like the 
proverbial blue bottomed fly, and 
placing the right amount of dynamite on 
sach well. As for the second arcade 
sequence, that'll arise when having sold 
some of your oil, your workers cock it 
up and you're required to help them put 
ttongs right. Yup, life's tough at the top. 

WHAT A BORE 

Throughout the game, seasons will 
come and go, your pet dog will die, 
Aunty Mabel will need a new colostomy 
bag and you'll attempt tD expand your 
empire in any number of ways. Should 
you, for example, tie half of your output 
in a supply contract? Get the oil out on 
Time and you will get an excellent price 
for it. Fail, and as well as looking a bit 
of a pillock down the 'Wheeltappers 
And Oil Refinery Owners Social Club', 



imii 

STATISTICS: All the latest 
Investment Info in pretty graph 
form* and pretty indecipherable 
too |Not on STJ. 



COMMISSION 
REPORT: Before 
you no bay lag 
land. It' i beit to 
check whether 
it's got more oil 
than a bag of 
McDonalds' 
large 'tries' or If 
It's drier then o 
dingo' i dangle, 
(Not on ST. | 



you could get fines of over 51,000,000. 
Alternatively, you could employ spies 
and saboteurs. They're pretty pricey. 
Bui if your rivals' oil wells are 
destroyed, then you can steal the march 
and pick up their contracts and trade. If 
your saboteur is discovered though, 
then your oilfields will be confiscated, 
given to the opposing companies, and 
you won't get 10 percent discount at 
Shall Garages any more. 

You won't be alone in your conniving 
however, for throughout the month 
your other three rivals will be hiring 
spies, buying land, signing supply 
contracts and selling oil too. 

Fortunately, every month a report will 
tell you each of the other companies' 
dealings — how much they've invested 
and how many oilfields or wells they've 
bought. Checking the newspapers each 
month will provide more news of the 
dirty tricks your competitors are up to, 
and examining the maps will give an 
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scanner 




DRILL: ■limey, this Is really boring 
. boring, gedditf Select this to top 
the oil. Leeds to arcade sub-gome. 



indication of who owns what, and whal 
oil wells are up for sale. All vital info 
to the budding baron. 

Have you got the speed, skill and 
determination to out-JR JR? Would 
you rather be burning down the 
opposition's oil rigs or beating them by 
supplying the best grade of oil and at 
the fastest speed? Now's your chance 
to prove that when it comes to ad, 
you're as slick as the rest. Oil! Slick! 
Geddit? (You're fired. Ed) 



WHAT'S WHAT 


TITLE 


Oil Irnperiu m 


PUBLISHER 


Rainbow Arts 


PRICE 


£24.99 


FORMAT 


ST/Amiga/PC 


RELEASED 


Out new 
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OIL IMPERIUM 





Jonathan: I was 

understandably 
unimpressed by 
the prospect of 
struggling 
through an oil 
drilling simula- 
tion. More accu- 
rately. I refused 
point blank, "It's really good, honest!" 
they told me, so after checking that their 
fingers weren't crossed I decided to give 
it a go. But I couldn't. No way, Jose. So I 
went for a walk round the block, had 
some lunch and then came back to it. 

Blimey I Monstrously good music, 
graphics nothing short of awesome, 
heart-stopping action - and not an oil 
rig in sight Then it dawned on me, 
Ooops, I'd loaded Xenon it by mistake! 

Flogging oil, as it turns out. is a pretty 
vicious lor should that be viscose?) 



business. My attempts tended to go up 
in flames after a couple of months, at 
least for the first 82 goes anyway. But I 
loved every minute of it, or most of - 
them anyway. The ones spent swopping 
disks were probably the worst, the rest 
were, on the whole, okay. 

Oil fmperium has been heavily 
dressed up in flashy graphics and loads 
of unnecessary, but desirable features 
From the range of offices available, I 
plumped for the one with the airliner 
flying past outside and a plastic USS 
Enterprise on the window shelf. From 
the comfort of my swivel chair I then set 
about disposing of the five million in 
cash I found myself with. I bought a 
pleasant little plot in South Wales, 
which I was assured was rich in J black 
gold' as we in the biz call it, and drilled 
a hole in the middle. Next thing I knew, 
the whole thing was in flames and I was 

frantically trying 
to work out how 
the fire fighting 
bit worked (or 
didn't, and still 
doesn't as far as 
I can see). 

Definitely the 
most unneces- 
sary and hence 
most desirable 
bit of the game 



HASSLE 
FACTOR; 3 

A fair amount 
of disk - 
swapping, and 
far to* many 

rpftdoffl 

disasters, if 
you ask me. 




is the simulated ST on which you can 
carry out your transactions. I'm not 
quite sure what the head of a multi- 
national oil business would be doing 
entrusting his entire worldly wealth to 
an ST, wonderful though they are, but I 
liked it anyway. The next best bits are 
the little arcade games. These usually 
spell disaster for a strategy game, bul in 
this case they work quite well. Apart 
from that wretched fire fighting one of 
course? Actually, I wasn't too keen on 
the pipe-laying one either - one slip and 
you've had it. The drilling bit seemed 
fine, though, mainly because I didn't 
muck it up once. 

Stripping away all the flashy graphici 
and gimmicks, and examining the 
strategy at the heart of Ott fmperium, 
reveals a game a lot simpler that it first 
seems. All you really have to do to 
make any progress is invest as much as 
possible in as many productive-locking 



Sean: This is an 
excellently pro- 
grammed, 
thoughtfully 
presented and 
addictive game, 
with quality 
oozing from 
every leak. Oil 
tmperium is not 
exactly going to 
get your trigger 
finger pumping 
like an Exxon dead bird remover, but it 
will provide a good few weeks of enter- 
tainment. In the short term, il takes 
quite a while to get the hang of what's 
going on in the developing stages. Once 
you've found your way round the 
various icons though, and have begun 
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HASSLE 
FACTOR: 1 

I veil with one 
meg, there 1 ! a 
fair amount of 
disk-juggling. 



to suss out just 
exactly what's 
going on, the 
game really 
starts to pick 
up. 

Control 
wise, Ott fmpe- 
rium is de- 
signed so that you use your mouse 
much more than your joystick, and 
barrels of thought went into producing 
a very user-friendly game. The ease 
with which you can carry out fairly 
complex actions with a minimum of 
mouse clicking is 
certainly one of the 
pulling points of this 
game. The simplicity of 
the controls, however, 
belies the fact that OH 
Imperium is still a lot 
more sophisticated 
than the couple in the 
Gold Blend advert. 
There's tons to do and 
billions of decisions to 
make, all of which 
effects the develop- 
ment of the game. 

Suprisingly, the 
arcade sequences fit in 
very well. Whereas in 



most games of this nature the arcade 
sections are about as welcome as a Fart 
in a spacesuit, here they serve to 
provide a welcome break from all the 
brain scrambling involved in the gama 
proper. They're well programmed and 
funny, and failure in these sequences 
won't effect your progress in the main 
game to any great extent. 

The graphics are also incredibly 
attractive throughout. Whether you are 
putting out oil rig fires in Alaska, drilling 
in the Middle East, or simply collecting 
the end of month report on what the 
other oil barons have been up to, you 
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oil fields as you can. And if you think it'll 
help - send out saboteurs to wreck 
everyone else's- The rest is really down 
to how many millions of pounds worth 
of gear gets blown to smithereens each 
month. Quite a lot, usually, when you're 
playing with several players, however, 
everyone's too out of breath from rush- 
ing in anrj out of the room to rivcid 
seeing what their competitors are 
getting up to. 

OH Smpehum makes a refreshing 
change from shooting things. Although 
the little 'game' present on the pretend 
office computer could be called overkill, 
it manages to turn selling oil into a fun 
pastime. Unbelievable, but true. 
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can be sure that the graphical represen- 
tation wilt be nothing less than excel- 
lent. The tunes, likewise, are perfectly 
suited to the mood throughout 

My one worry is that there is not 
enough there to keep you playing for 
mote than a month or so, and that even 
with the variety of options, it could 
become a little repetitive over time. 
This aside, Oil imperium is a highly 
playable and professionally presented 
game that serves as a lesson to other 
software houses on how a good game 
should be presented. Now if only all 
Amiga games were like this.... 
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Level Thre* If «tor« platform and laddwry Hipi* 
many of Hi.m, and faatura* Stride bouncing 
T*nt«n-iik« throwgn an rain fora*t- 




Lev* I PI if* {hurrah !> Stride r must utakt his way 
through an tnimy wawhlp, killing mar* giant 
aarilla*, a giant floating ftatalllf*, Ru"laa 
gWdi and floating android*. Eat laxar itumbag! 



US Gold's conversion of 
Capcom's classic coin-op Strider 
has those nasty Ruskies as the 
baddies again, with Strider, as a kind of 
futuristic Rambo, waging a one-man 
battle against the evil Commies. 

It's essentially a horiJtontally 
scrolling shoot 'em up on five levels and 
your task is to infiltrate the Red Army 
and then return its secrets back to your 
superiors — thus saving the western 
world no less To do so, you have to 
slash your way through all manner of 
foes including a giant robot ape r a pack 
of vicious sabre-toothed tigers, Russian 
guards and some lethal boomerang 
throwing rock men. 

RUSSIAN AROUND 

Your enemies change with each level as 
does the battleground which is made up 
of various platforms Stridor's mission 
could be a bit one-sided were it not for 
his superhuman agilny He runs, walks, 
jumps, crawls and defies the laws of 
gravity by somersaulting like some sort 
of Olympic trampolining champ. 

The game kicks off in Red Square 
where you're dropped off by a futuristic 
hang glider. Soon after you land, you 
can activate a defence droid by pressing 
your fire button. The R2-D2 looking 
droid will then circle around you. firing 
off killer boomerangs to help clear your 
path. On this level you're attacked by 
Russian guards — once they're killed 



you've got to somersault over a well 
nasty crevice and navigate your way up 
one side of a peak and down the other, 
without getting zapped by a series of 
static cannons. 

MONKEY BUSINESS 

Prehistoric-looking sabre toothed tigen 
attack you on your way to the snow- 
capped peaks of Siberia in level two, 
where you're also confronted by an 
awesome metal monkey android, If v*»j 
survive that icy test it's off to the 
lowlands where you meet the rock mat 
warriors slinging poisoned spears and I 
chucking deadly-poisoned boomerang*! 

The fourth level swops rocks for 
metal and is set on what looks like the 
back of a battleship with vertically 
pumping gun turrets, spewing out 
ammo like there's no tomorrow. Fi 
it's off to a stark industrial complex 
that's a dead ringer for ihe Axis 
Chemical plant in Batman. 



WHAT'S WHAT 



Stride r 



PUBLISHER 



PRICE 



FORMAT 



RELEASED 



US Gold 



£19.99/ £24.99 
ST/Amigq/rc 



Out now 
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HASSLE FACTOR; 0 
Uiual loading 
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nothing 
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N's 2048 AD. Mrs Thatcher's still ruling the roost, 
Queen Mum's just celebrated her 147th 
iday (even if she can't blow out the candles!) 
id the crew of the Starship Enterprise are still 
oldly going in Star Trek XXV, In Strider, US Gold 
[kon old Gorby's legacy of peres troika and 
wnost will be but a fart in the wind of history. 





Sean: Bit athletic, this Stridor chappie. There can"t 
be that many geezers, who, rather than whip out a 
Magnum and blast someone in the goalies, would 
prefer to leap into the air, do a double back 
somersault and back flip before landing and 
slapping the assailant round the cranium with a half 
brick. StilL I suppose it s pretty brassy in Russia, so 
all this leaping about malarky keeps you warm. 

The major drawing point of Strider in the arcades was the athleticism of 
the main character. The US Gold conversion has obviously gone for 
smaller sprites than the coin-op, but the range of movement of Strider and 
the eight way scrolling has been preserved, and the game moves very fast and fairly smoothly. 

On the graphics front, Strider is more colourful than the lav after an all-night party, and the major 
rrmanies are all beautifully animated. The enemies encountered are various, and a number of ploys 
must be used to progress through the game. This makes a change from just lobbing the axe about 

slicing and dicing, and adds to Stnder's appeal. Sound in the game 

is fairly crap, mostly limited to an annoying grunt each time Strider 
attacks anyone, with the odd tune and sample elsewhere. 

One tiny hassle was that if I happened to move the roystick in 
the wrong direction, Strider would leap into the air or jump in the 
wrong direction, performing a double posey sod' hyperflip 
manoeuvre which lasted several seconds and usually occured 
whilst I was in the throes of battling it out with a major assailant. 
I was then sent back quite a way down a level, which often meant 
defeating major meanies twice or three times in a game — not to 
put too fine a point on it, a real pain in the arse- 
All minor gripes though, as this is an excellent computer game, 
and one which will keep the most ardent arcadester glued to their 
computer through the Autumn evenings. Better than a slap in the 
face with a used codpiece (/ should hope so 1 Ed\, 
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Matt: Waheyl Strider was the coin- 
op sensation that rocked the nation 
a mere couple of months ago, and 
already it s out on 16 bit! Honestly, 
the lead times on these things is 
getting just ridiculously short. But 
who can complain though, when 
Strider is such a nifty little game? 

The little hero sprite, Strider, is 
the jumpiest somersaultiest and 
generally bounciest in history — 
but he's easily controllable too! Double ber-limey! Hardly fair 
sending him in to take on the Red Army on his lonesome, is it? 
Not so, chummo! Armed with a Luke Skywalker laser sword 
and the bouncingest Air Ware soles in Doc Marten history, 
he's one of those chaps who's never content to stand still 
when a quadruple-reverse-spin-backflrp-with-double-axle-and- 
quarter-pike will do. 

What we have here is a well — but not spectacularly — 
executed platform beat 'em up with a suitably wide range of 
backdrops, problems and baddies. What's slightly 
disappointing is the limited way in which some of these are 
animated, and the general tendancy for each bit to be very 

hard for a while then a total cinch 
once you've worked out how to do 
it. I could be wrong though, 'cos 
Strider does have one rather neat 
and nifty little ace up its sleeve — 
Stridey himself. If ever a sprite was 
worth watching, it's him, {But don't 
try and imitate him at home kids! 
You know what happened to the 
guy who thought he was really 
that superhero Spidermanll 
It looks to me like US Gold has 
simplified the map of the game a 



HASSLE FACTOR; 0 

Nothing you could 
realty take up arms 
against Kara, wa'ra 
glad to say. 




bit from the coin-op, which lets it get away with a more 
limited range of sprite animations (for instance, instead of 
having seven or so gradients of hill for our boy tD climb there 
are only about fourf but even so the range of movements 
Stridey can make are nothing short of remarkable. The ST 
version shares with the Amiga the fact that you can 
sometimes access an unwanted (and therefore occasionally 
fatal) move by a slight slip of the joystick, but it s not quite as 
tragic because everything moves a bit faster here. In other 
words yes, you do get the occasional backflip you didn't ask 
for, but no, it's not too frustrating 
because it doesn't last quite so long. 
For those who dislike the Amiga's 
u/jni oty soundtrack (»e everyone in 
this office) your more limited ST noises 
are a bit more socially acceptable too. 

As I see it the ST version of Strider 
is a smart conversion, but it's only 
good-to-very-good rather than blooming brilliant, like the 
arcade. Because of the speed the ST probably has it slightly 
over the Amiga, and some of it plays like a dream. My only 

nagging doubts are that 
though it's undoubtably a 
very clean and professional 
program, it also seems like a 
bit of a thin one, If we 
believed in predicted interest 
curves (whatever they're 
meant to be) instead of 
thinking they're a load of 
pseudo scientific bollocks 
(which we do) I'd suspect it'd 
go straight downwards 
rather sharpish. The first two 
weeks would be smashing 
fun though, 
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WIN 

A COMPLETE 
SONY HI-FI 
STACK SYSTEM 
WITH CD 
PLAYER! 



PLUS 



CHICKEN 
KIEV! 



1 0 Stridor T-shirts, 20 US Gold 

T-shirts and 25 Stridmr gomes! Um, 
and a Marks and 
Sparks Chicken Kiev 
(except someone's 
of it). 




M mm mitt! 



it 



^fc^F ah, Comrade. 

Those running dogs 
of capitalism at US Gold have got a special 
consignment up for grabs to coincide with the defec- 
tion of their new game Striden Fight the KGB, battle 
your way to Siberia and fend off jungle jibes, sorry 
tribes, to face the Grand Master of the Red Army in 
this Russian romp to save the western world. But 
what about the loot? 



THE CONTRABAND 



We've smuggled some pretty hot stuff across 
the Iron Curtain, er. but you'll have to go and 
collect it from the cistern in the third lav from (he 
left at the Watford Gap Little Chef First pnze is I 
Sony 551 Compact disc stacked hi-fi system 
complete with record deck, tape deck and 
speakers - worth 600 roubles (actually 2400 or 
the red market), that's E6Q0 quid to you! 

Plus there's loads of runner-up prizes - 10 
Strider T-shirts, 20 US Gold T- shirts and 10 
copies of Strider. You can't afford not to enter 1 
But you'll have to trade us some classified 
information first. 



YOUR MISSION 



Should you choose to accept it, is to crack the 
following codes and discover who passed the 
information on. For example if you thought 
Chekov said "Oh look we re in The Cherry 
Orchard*' then put the letter f. beside number 
one. Once you ve done that cut out the coupon, 
put it in an envelope and send it to Ha Ra 
Rasputin Competition, Zfc^RO 4 14 Rathbone 
Place, London WlP IDE. 





at "Opening hailing frequencies. Captain,' 
m) "More thrust, Scotty " 
<> "The engines cannae take it. Capt'n." 
4) "He's dead Jim," 
•) " It's highly illogical." 
f) "Oh look we're in The Cherry Orchard * 



KREMLIN RULES 



m Comrades working undercover In Dermis Oneehoti Lid 
er US Gold ar& not permtlteO lo enter, , 

• You have lill midnight on the 30th November to bring 
us the documents otherwise it s (he Iron curtains for you. 

• Z# Editor's decision is final 

Listen carefully I shal! answer this only once... 



e 



0 



o 



My secret name and hiding place ere: 



Address 



Postcode 



1 
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Cut through the confusion 



The personal computer world is a nightmare jungle of 
constantly evolving technology and volatile pricing; a world 
where it's frighteningly easy to spend too much money on the 
wrong product. 

lucky, then, that you've got Computer Shopper to help hack a 
path through the confusion. 

With its sharp appraisals of t he latest hardware, incisive reviews 
of the best software, and the a^tfen^ pricing found in page after page 
n! dealer ads, t.'c-mpttier Shopper is j List ihc weapon you need in today's 
computer market. 

And the kindest cut of all? ... it costs only 88p. 




THE COMPUTER MAGAZINE WITH THE CUTTING EDGE 



^^^^^^ 

A DENNIS PUBLJ CATION 




If your name's Nicholas Parsons - 
turn over. Stuff is only for the hep 
cats out there* This th we've 
taken a look at the Vnountains of 
comic book memorabilia that's 
around at the moment (and a couple of 
futuristic" things too),.. 



o 



If you're used to rude awakenings - like the cat jumping on your 
face at 6.37 every morning - then the Tintin alarm clock's the thing for 
you. It even tocks quietly * what more could you want? {A clock with a 
quiet alarm. Ed ) From Pilot at £16.95. 



Are you a merchant banker? Then you could be needing one of 
- the Tintin filofax. In smooth black leather, it sports a jolly nice 
commemorative "60 Ans d'Aventures" badge and carries its own 
Tintin paper. A snip from Pilot at oniy £49.95. (Cough! BdK 



© 

WDDC 
fi irfli 



Tintin's bust (hem!) is really rather fetching. Another solid 
wood item, it depicts Tintin - complete with cowlick - sporting a 
turquoise blue pully and looking pretty nonchalant for a junior 
reporter. Available from Pilot. Price £29.95. 



o 



Just the job if you're planning your annual holiday on er.„. 
Uranus. Made entirely from the flesh of trees, Tintin's Moon Rocket is 
completely brilliant! At £19.95 a launch, it s not cheap but A tad more 
reliable than the Space Shuttle! From Pilot. 



o 



Slip the purple electronic ball into your pocket, press the two 
metal contact points <whiisl grimacing menacingly!, And Hey Presto 
everyone thinks you're a real prat! A mere £8,99 at Forbidden Planet. 



o 

alarn 



Incredibly Useful Inventions No. 1756 is this Donald Duck bath 
alarm! It'll prevent disaster (if you leave the bath running while 
preparing duck a Torange frinstance) by emitting a "loud audible 
tone" when he starts to 'drown\ From The General Store, £11.99. 



o 



Fancy rubbing one or more of your fave bat stars onto any part 
of your body? You perv! Try these Trendy Sattoos then. A snip at 
£1.99 from Forbidden Planet. 




This new Walkman WM 150 is not much bigger than a packet of 
ciggies and has a tiny, wafer-thin rechargeable battery. It's got all the 
usual features like Dolby and mega bass and a pretty nifty recharger 
too. From Dixons at £99.99 




Still scared of the dark? Then get one of these. This alternative 
light' lights up at the sound of your voice and the touch of your 
hand. Only trouble is you have to stay awake to keep it glowing. The 
Nightstar Kinetic Plasma Chamber costs £139 from the Reject Shop. 



Nigh 

(D 

Avail 



Squeeze his pump (??} and he'll drop his trousers. Bottoms upl 
ilable from The General Store, price £15,99, 



Wow, now you can get your very own '57 Chevrolet, This 
model-sized semi-Chevy has been converted into a fun FM stereo 
radio and it doesn't sound half bad. From The Reject Shop, £29 99 



STUFF STORES 



PILOT: 34 Floral Street Covent Garden, London WC2E 9DJ 
THE GENERAL STORE: Long Aero, Covsnt Garden, London WCl. 
REJECT SHOP: The Plaza, Oxford Street, London W1. 
DIXONS: Various branches nstinmwidO- 

FOfl BIDDEN PLANET: Various branches nationwide, Mail Order- 71 New 
Oxford StraiM, London WClA IDG. 
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Ocean Software Limited 6 Central Street Manchester M2] 
Telephone: 061 B32 6633 Tele*; 669977 CK E AM SC Fax Mi S> 



it i lime lw DVdtn wumcy — 

let's take on the world! 

your team travels the globe from London to 
Sydney challenging all comers in the latest craze 
that's sweeping the beaches. 

Fantastic action with variable service and play 
controls as you lob the defences, try a lightning 
reflex short smash to win back your service, jump 
block to defend your match winner. 
This is Beach Volley . . . you may even catch a tan! 



review 



BLOODWYCH 




Jonathan: I us u ally 
dread having to tackle 
this breed of game as it 
tends to involve 

staves up unt i' tne 
wee small hours with a 
manual in one hand 
and a mug of re-caffeinated coffee in the 
other... And that's just to load it! 
Actually, playing them is too mentally 
devastating to contemplate. But this time 
was different, In fact I was so suprised to 
find myself enjoying Bloodwych that I 
decided to abandon my attempt on the. 
world record for filling in an Etch-A- 
Slcetch completely black {29 hours 46 
mins 16 sees - P, OTIannigan, USA) and 
instead attempted to thwart Zen dick and 
(ha Lord of Entropy, 

The first plus point worthy of 
mention is that in spite of the massive 
complexity of the game and the apparent 
enormity of the manual, Bloodwych isn't 
really that difficult to get into. Most of the 
manual is in Spanish anyway r and what 
toes need to be absorbed is concisely 
written and free of all this 'Vestry!" and 
Treihadwyl' rubbish. That stuff Is all 
confined to a section at the beginning, 
andean be torn out and discarded. 
Actually I decided to try it without the 
manual altogether to start with, and was 
surprised to find I only needed to refer to 
it a couple of times. This could be put 
down to my intuitive genius, but I think 
the game s sensible layout is a more 
likely explanation, 

I was intrigued to find that some 
attempt has been made to give 
personalities to the characters, apart 
from the usual strength, intelligence etc. I 
accidentally disturbed one chap who had 
obviously just got out of bed and met 
with a hail of abuse. Naturally he refused 
to join my posse. 

Map-making is essential, as the 
dungeon (or whatever it s meant to be) is 
an architectural disaster. Your sense of 
direction isn't aided by the scenery, 
which is a uniform shade of grey, broken 
only by the occasional tapestry or door. 
The graphics as a whole would best be 
described as minimalist, which is 
excusable as two players need to be 
squeezed in somehow, and animation 
exists only in the sense that there is 
some. 

I enjoyed Bloodwych enormously. It 
really is an, erm, 'world inside your 
computer' (cough), and anyone looking 
for a few weeks of solid entertainment 
for the least possible financial outlay 
should grab a friend of similar 
inclinations and step this way. 
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Masters David McCandless and Jonathan Davie s our knights of old 
baffle with The Bloodwych, Mirror soft's latest adventure game... 




Pretty crowded these underground caverns. Can't see the attraction myself* How It 
that blvo person a woman, I wander? 





David: Bloodwych is 
unashamedly Dungeon 
Master cut down and 
squeezed into a two- 
player game — and 
there are are no preten- 
sions to that fact. 
Bloodwych has the same 3D first person 
view, the same looking catacombs and 
caverns, similar puzzle mechanisms 
(writing on walls, buttons, locked doors 
etc) and the same control system. 

But Bloodwych improves on Dungeon 
Master in some respects. In the original, 
when you encountered another creature 
it was just a case of slamming your 
sword down its gullets first — no 
questions asked! In this Two-player 
variant you can actually communicate 
with adversaries. You can flatter them 
("Thy sexual prowess is reknown in these 
parts"}, you can insult them ("Thy cod- 
piece exudes the odour of pig swill"), you 
can them ask to do suspect things 
("Please reveal thyself... Gripes!), and 
you can generally banter with them. You 
can even recruit them to your 'merry' 
band, and engage your charisma to win 
them over if they are a little reluctant. 

You move around the dungeon, using 
the joystick or mouse to click on a 
directions pointer. Doors are opened and 
objects picked up simply by clicking on 
them, Objects like keys and money are 
used by placing the relevant object in the 
'use' box and clicking on it. The same 
applies for spells. Everything is straight 
forward and icon-driven. 

In the dual player game, each player 
starts in a different part of the dungeon, 
with the chance of a "rendezvous" likely 



only by accident, Nevertheless it's fun to 
watch your pal struggle against several 
trolls or get stepped on by some renegade 
wizard. 

In adapting a game like Dungeon 
Master to two players you're bound to 
lose something. In this case it's sound and 
animation. The eye-watering thuds and 
groans of battle are gone, as are the clicks 
of opening portcullises and the blood 
curdling screams of mutant mushrooms. 
Animation has been stripped to a 
minimum, with characters restricted to 
two frames, and a bare jerking limp when 
they move. 

I can foresee Dungeon Master purists 
turning their 'oh-so-disdainful' noses up at 
this apparently inferior attEmpt. But it's 
not. The interaction element and two- 
player option add something new to what 
could become a stale genre. If you can 
forgive the jerky graphics, fairly poor 
animation, and slightly unwieldly controls, 
then Bloodwych will put a big grin on your 
face and a big dent in your social Iffe. 
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Bloodwych 


PUBLISHER 


Mirror-soft 


PRICE 


£19,99,24.99 


FORMAT 


ST and Amiga 


RELEASED 


Oufr now! 
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COMING SOON TO A 
NEWSAGENT NEAR YOU! 



r 



STUPENDOUSLY BRILLIANT MAGS ON SERIOUSLY 
'HAPPENING' PERSONS SUCH AS ... 




To lay your hands on any of these spiffing publications, all you have to 
do is wander into your local newsagent and ask him to point you in 
their general direction. Thereafter, by utilising a simple transaction 
known as "buying and selling", in which some of the green stuff 
changes hands, you should then receive one {or indeed all) of above. 






BOYS, 



Fancy 
yourself as 
Jason 
Donovan? 
Garry Glitter? 
Richard 
Clayderman? 
Sorry you're 
in the wrong 
place mate. 
If, on the 
other hand 
you're more into the synthed 
founds of Bomb The Boss, 
Bobby Brown and the 
Eurythmics then you're one 
of The Chip Shop Boys. Tim 
Panting explains all*... 



B 



store we launch straight into 
the bowels of The Chip Shop 
Boys \Ughf £d\ I thought It 
would he useful, if first. I explained 
just who the hell I em, end second, 
what the hall I'm doing here. 

If you've reed the irntro you'll 
know my name, if you haven't, stop 
(kipping things and go back end 
read it. I'm pretty well up on all this 
musical stuff - I actually edit e 
rather good music magazine called 
Rhythm A a to whet t he hall am I 
doing here, well, I'm here to keep 
you up to date with all that's 
happening on the computer music 
icene. If you're in a hand and want 
to use your computer to sample 
sound or synthesize, you've come 
to the right place. Though lots of 
you will already know the basics a 
1st of you won't so I'm going to 
rtart right at the beginning and 
explain everything you're likely to 
need to know month by month* 
Apart from the music lessons I'll 
also be interviewing (or getting 
other people to) top bends who're 
already using 16-bit machines to 
produce their albums, 

So, to kick off this month, we've 
got an introduction to MIDI and an 
Interview with Tim Simenon of 
Bomb The Bass, Beat dis den! 



BEAT DIS .... 



Tim Pirelli samples a few 
bars with Tim Simenon 
while he's laying down 
tracks for Bomb The Boss's 
forthcoming album. 

^ri^k ne minute I was at college arid 
■ 8 I'd got a part-time waiter s job 
^fc^F in a Japanese restaurant, and 
the next I was at No. 5 in the Charts " 
Not a bad claim, if you can make it. 

Tim Simenon can, for he's the 
brains and the talent (and the looks) 
behind Bomb The Bass, If you listen 
to the pop charts you'll have heard the 
string of hits he's had with Best Dis. 
Megablast, Don't Make Me Wait and 
Say a Uttte Prayer. Tim is one of a 
growing number of musicians who are 
using record turntables and computers 
to make hit dance records Tim's 

■■■aaaj background as a DJ 

| turned him on to music 

^^^^^ and got him into deejay- 



"I can predict hit 
records." 



London nightclubs, while his interest 
in computer games helped get him 
into using computers for music, 

"I started deejaying when I was 
15," he says. "My foundation is in 
deejay i ng and it'sall 
really good exper- 
ince. I can 'predict 1 
hit records - I can 
tell you withina few 
seconds of putting a record on whether 
it's going to be a hit in the dubs. And 99 
percent of my predictions are right. 

"When i was much younger I was 
really into computer games," he con- 
tinues. "Now I'm more into doing 
music, so that's what I'm doing." 

In his school days 
Tim was playing 
games on a Sinclair 
Spectrum; a more 
fortunate friend of 
his had a Commodore 64, It may have 
seemed futuristic at the time, but today 
the Spectrum and Commodore 64 have 
since been left behind by a new genera- 
tion of computers. Nevertheless it was a 
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"I was really into 
computer games." 
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C64 that Tim and producer Pascal Gabriel 
used to make Tim's first album, into The 
Dragon, last year. "We had to run a 
program called Pro 16 from a German 
software house called Steinberg to make 
the machine more useful to us in the 
studio, "expl a insTim." Al- 
though the software was 
already out of date when 
we were using it, Pascal felt 
much happier with it than a 
lot of the other newer soft- 
ware that was around at the time." 

It just goes to show that not every- 
thing that's bright, shiny and new nec- 
essarily represents progress. 

While the C64 has given way to the 
Atari ST as the single most popular 
music computer Ifor dabblers and pro 
musicians alike), Pro 16 has been 
superceded by other music programs 
like the C-Lab Creator and Notator and 
Steinberg's Pro 24. Latest of all is 
another Steinberg Program called 
Cubase. After completing into The 
Oregon on Pro 16, Tim bought himself 
an Atari and tried out Creator. "The vibe 
wasn't good," he says, "so it went." 
Instead he started using Pro 24. "This 
year it r s all been Pro 24," he 
confirms. "and I've started looking at 
Cubase. It looks really good. 

*l liked the drum editor page in Pro 
16 which is something they didn't have 
in Pro 24. Now they've brought it back 
in Cubase , It's much easier to under- 
stand what you're doing when it's 
displayed on screen in front of you."" 

The drum editor is a grid display 
that shows the position of 
the drumbeats in each bar 
of music Nine out of ten 
musicians who express a 
preference seem to agree 
that it's a much better way to work than 
using musical staves or event lists 
where the music appears more like a 
program listing than a piece of music. 
But why use a sequencer at all ? 

"With a conventional guitar band 
you can have a jam to see what a song 
might sound like, but I can't do that. I 
can't go into a studio and say 'bass 
drum: track 1, snare: track 2..,.' I need a 
sequencer.™ explains Tim. 



"They're calling 
my kind of music 
the new punk" 



"Bent dis will go 
down in history" 



The ST only stores the note infor- 
mation needed to make Tim's collec- 
tion of drum machines, synthesisers 
and samplers play his music. It doesn't 
record the sounds themselves - instead 
they are recorded onto multi-track tape 
in the same way 'real' instruments are 
recorded. The machines Tim uses are 
controlled by a system called MIDI (the 
Musical Instrument Digital Interface} 
that allows the computer to control all 
the other instruments. So what instru- 
ments does he use ? 

"A lot of old gear,* 1 he replies. "A 
Minimoog, an Oscar and Roland Juno 
106 synthesizers, a Roland TR909 drum 
machine and Akai S900 samplers." 

None of these instruments are still 
being made, so the only way to buy 
them is second hand. Sometimes this 
means they won't cost you very much, 
but at other times 'fashionable' old 
synths can command quite a lot of 
money. During the Acid House craze 
last year the synthesizer responsible for 
the acid sounds' was a Roland T8303 
Bassline, Before the acid craze you 
could pick one up for around forty quid r 
at its height they were changing hands 
for almost two hundred. 

Another aspect of DJs 
making music is the 
copyright infringements 
of re- using music from 
other records. It works 
like this' you find a piece of music - 
anything from a single sound to several 
bars of a drum beat - that takes your 
Fancy, record it into a sampler and use 
it tD make your own music from. It's a 
bit like playing musical pick n mix, and 
it's already resulted in a number of 
court cases and many arguments 
between musicians. 

"They're catling my kind of music 
the new punk/' comments Tim. "It's 
true in a way because a lot of what I've 
done is 'copyright anarchy'. I think it's 
slightly more extreme than what punk 
was doing but I don't understand why 
the 'real' musicians are trying to stop it. 
Although I never went to any punk gigs 
I never thought punk was bad; the 
general vibe was fun. And I think this 
should be treated in the same way. It 
shouldn't be a scapegoat for musos." 

So what of the idea of DJs making 
music with other peoples' records and 
computers - is ft just a passing fad? 

"Records like Beat Dis will sit in 
history as a record of the eighties," 
comes Tim's confident reply. "If in ten 
years you say to someone 
'tell me a record of the 
eighties' I bet the answer 
will be one of the DJ 
records." 
And what about computer games - 
are they destined to go the same way 
as Glen Madeiros? Well, if it's anything 
to go by, Tim Simenon's Megabiast has 
just been adopted by 
Mirrorsoft as the music 
to accompany Xenon U 
- which is on release 
now! So it looks like 
they'll be around long 
after Cliff Richard! 
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MIDI 

MADNESS 

Today the acronym "MIDI" is 
familiar to almost all 
musicians, certainly to all 
those who have came into 
contact with the hi-tech end 
of music making. For those 
of you who haven't met it 
before, listen carefully, I'll be 
asking questions later. 

MIDI stands for Musical Instru- 
ment Digital Interface and is 
the system used by modern 
synthesizers, samplers and drum 
machines to communicate with each 
other. It's also used by dedicated 
hardware sequencers to send control 
data to these instruments to automate a 
musical performance. Anything a 
dedicated sequencer can do> a com- 
puter, running the appropriate software, 
can also do and the story doesn't end 
there. An Atari ST, PC, Amiga or 
Archimedes running the correct 
software can be persuaded to perform a 
whole host of other useful chores, such 
as patch editing, librarianship, mix 
automation and hoovering your 
bedroom. That's why you're reading 
about it in the pages of a computer 
mag. (Just in case you wondered.) 

In the early seventies synthesizers 
were little more than glorified electronic 
keyboards {which may go some way to 
explaining why early seventies music 
was so crap). Their range was as limited 
as Jason Donovan's and they tended to 
be used as a fun gimmick rather than a 
serious musical instrument. With such 
limited use compatibility was not an 
issue, which was very fortunate 
because, inspired by a mood of non co- 
operation, manufacturers had filled the 
market with an array of systems for 
communicating the pitch of a note, 
There were S-triggers' and 'V-triggers', 
'one volt/octave control systems' and 
Volts- to -Hertz control systems', not to 
mention car rentals; all very clever and 
all very incompatible. About as much 
use as a tin without a can opener. 





MIDI OUT 




COMPUTER 


MIDI IN 


SYNTH 




MIDI OUT 





I 



Synths devel- 
oped along with 
the rest of the 
computer indus 
try, particularly 
as a conse- 
quence of digital technology. With the in- 
troduction of polyphony (being able to 
play more than one note at the same 
time), velocity sensitivity (the sound re- 
sponding to how hard you hit the key} and 
pfogrammability (being able to recall rhe 
sounds you had created from a memory 
bank rather than by resetting all the panel 
controls) synths were seriously musical. 
But rhey were still rather like that tin of 
beans. Programmable poJysynths such 
as Ihe Polymoog, Prophet 5 r Oberheim 
OBX and Jupiter all demanded a more so- 
phisticated comms system, but did they 
have the same system? Did they heck as 
like)! Roland had its own Digital Commu- 
nications Bus, Oberheim had its Perform- 
ance System... need I go on? Musicians 
had to either opt for one manufacturer's 
gear or accept that their instruments were 
only ever going to work in isolation. Fail- 
ing that it was back to the banjo and the 
George Formby songbook. 

Well we've all been there before, said 
the man with the Betamax video 
recorder and BSB squariel. Enter Dave 
Smith of Sequential Circuits, Mow Dave 
is a smart chap (the sort of chap who 
bought a VHS video recorder) and he 
suggested an internationally agreed 
digital communications standard would 
really make life a whole lot easier. 
Obvious really, so obvious that no-one 
else had even thought of it 



SYNTHESIZER PATCH EDITING 
USING A COMPUTER 



SYNTH 



MIDI IN 



AUDIO OUTS 
I I 



DRUM 
MACHINE 



SYNTHESIZER CONTROLLING 
DRUM MACHINE 



The IMA I International MIDI Associa- 
tion) was established to represent all 
concerned manufacturers and the first 
version of the MIDI spec was agreed 
with a corresponding body in Japan. 
The agreement was met with a chorus 
of "About bloody time too." 

For the first time any suitably 
equipped piece of electronic music- 
making kit could talk to any other. Or so 
said the theory. There were teething 
problems in the early days., arid there 
are still areas of doubt and uncertainty - 
even the technical spec sheet is open to 
different interpretation. But on the 
whole MIDI works, and it's certainly an 
improvement on what had gone before. 

Now we've established how it came 
about HI explain exactly how MIDI is 
organised. 16 MIDI channels ere 
available over the MIDI bus, and each 
instrument or device can be assigned 
one of these to carry the control data 
intended for it. At the time of its 
conception 16 channels seemed to be a 
generous number, but many systems 
now offer a number of individually 



addressable 
MIDI buses to 
accomodate 
more complex 
instrument set 
ups. Typically 
a MIDI equipped device will carry three 
180 degree, five-pin DIN sockets to 
allow connection to the system. These 
are usually marked 'MIDI In', 'MIDI Out" 
and MIDI Thru'. There are deviations 
from this; the Atari ST has a non- 
standard combined MIDI Out and Thru, 
and shoulder-slung MIDI controllers 
only require a MIDI Out. Make any 
sense yet? {No actually! Ed) 





CONTROLLING 
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MIDI IN 



EXPANDER 
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TO MIDI IN 
OF THIRD 
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'CHAINING" OF MIDI DEVICES 



The basic system works as follows : 
MIDI In receives all data transmitted on 
the MIDI bus and allows a specific 
device to read any data intended for it; 
MIDI Thru re-transmits all data arriving 
at the MIDI In. plus any information that 
the device in question may be in- 
structed to add to it; MIDI Out sends 
data generated within the device out 
onto the MIDI buss, it does not (ordinar- 
ily) repeat data arriving at the MIDI In. 
There, simple isn't it? 

Using these three sockets it s 
possible to connect, say, a drum 
machine to a synthesizer so that drum 

sounds can be 

played from the key- 
board (synth MIDI 
Outtodrum machine 
MIDI In- Fig 1), or to 
connect an ST to a 
synth for patch edit- 
ing (synth MIDI Out 
roSTMIDIIn;STMlDI 
Out to synth MIDI fn- 
Fig2). TheMIDIThru 
is used to build a 
comprehensive MIDI 
system, A keyboard 
synthesizer can be 
connected to a num- 
ber of "expander" 
modules lother 
synths, samplers, 
etc.! by connecting 
the controlling 
synths' MIDI Out to 
the first expander's 
MIDI In, the first 
expander's MIDI 
Thru to the second 
expander's MIDI In 
(Fig 3) and so on. 
Have a look at the 
diagrams if you're 



music 



still a 

little confused. 

A glance at the pa- 
perwork that defines the 
MIDI specifications will 
tell you that, as well as 
note information, MIDI is capable of 
handling such things as pitch bend, 
patch changes, bulk dumps and timing. 
But don't get the idea that, because the 
MIDI comms standard is capable of 
handling all this, all MIDI equipped 
devices are capable of implementing it. 
{Wouldn't dream of it. Ed) Certain 
devices only have a use for certain com- 
mands, other devices may not be so- 
phisticated 
enough to take 
advantage of 
all that MIDI 
can control- 
The one ad- 
vantage you'll 
have as a 
computer user 
is that the 
computer is 
going to be 
more flexible 
than any dedi- 
cated hard- 
ware device, 
and if you're 
writing your Dwn software, the only 
limitations are those imposed on the 
MIDI implementation of the hardware 
on the receiving end, 

Remember MIDI is still in its infancy. 
Software writers are continually trying 
to meet musicians' needs with it and 
offer their own ideas for its use in the 
creation of music. All 
you need for a piece of 
the action is the incen- 
tive and a little infor- 
mation. That's where 
we come in r watch this 
space. 
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A MUDDLY MIDI GLOSSARY 



Bulk Dump 

Not os rude as it 
sounds. Sending System 
Exclusive data from a 
synth to a computer and 
vice versa. 
Cam mi 

Nickname far serial 
communications of 
which MIDI is one 
variety. 
tV 

Short for control volt- 
age* Forerunner of MIDI 
as keyboard to synth 
con trot method. 
DIN 

German technical stan- 
dard for things like 
leads, film speeds etc. 
Expander 

Synth without keyboard 
operated via MIDI, 
Librarian 

Computer program 
which stores patches 



from a synth on a com- 
puter disk via a MIDI 
link. 

Mix Automation 

Using MIDI to automate 
the movement of the 
fade rs on a mixing desk 
in a recording studio. 
Patch 

A sound on a synth, 
Patch Change 

Changing the sound on 
your synth, either from 
the control panel or 
through MIDI. 
Patch Editor 
Computer program which 
edits the sounds on your 
synth through MIDI. 
Pitch Bend 
Bending a note using the 
pitch wheel. This move' 
ment con be recorded 
using a sequencer 
program, retaining the 
feel of a performance. 
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AATARF ST and amiga 



Sixteen Bit Superdeals from the Sixteen Bit Specialists ! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



520 STFM Power Pack 

£359.00 

Inc. VAT and Next Day Delivery 



Power Pack includes: 

520 STFM 512K Keyboard with Built-in 1 Megabyte dish drive and TV 
Modulator 

Over £550 worth of games software, including OutRun. Gaunllet 2, 
R-Type. Space Haner. Suoer HangOn and 16 more Top Games 
Organtser Business Software including WORDPROCESSOR. 
SPREADSHEET and DATABASE. 
First BASIC and First Music Utility Software 
FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 
All leads, manuals PLUS MOUSE and tree mains plug' 
REMEMBER! Many ST's do not come with BASIC - ours come with 
ST BASIC REV D by Metacomco. 



520STFM Explorer Pack 
£279.00 



* Explorer Pack IncSudes 52GSTFM 512K Keyboard with ftgill in 1 Megabyte Disk 
Drive and TV Modulator 

* 1 FREE Game, ST Tutorial and METACOMCO Basic worth EZ5.0Q 

* All Leads, Manuals PLUS MOUSE and FREE Matns Plug! 



1 040STFM Midi Music Pack 

£439.00 

★ Includes 1 megabyte keyboard plus Pro 12 Midi Music Software 



1040STFM Business Pack 

£439.00 

Business Pack includes: 

* Aian tO40STFM Keyboard wilh 1 meg memory and 1 meg built-in disk drive 
plus TV modulator. 

* E385 wiylh of Business Software including MICROSOFT WRITE word processor (El 50), 
SUPERBASE PERSONAL Oatabaa* [ZGQ\ and VIP PROFESSIONAL. Lolus 153 
Spreadsheet clone (£1 50) MelaCOirtCO Buc <£2S.00| 

* All leads, manuals and mouse. 



MEGA 1 BUSINESS PACK 

£529.00 



Features: 

* Separate Keyboa/d and System Unit 

* AH the Software included with 1 D40 STFM Business Pack. 

* Blitter chip installed tor faster graphics 

Inc SM124 Mono Monilor £628.00 



ACCESSORIES 



Quickshol II Turbo Joystick. £9.95 

Competition Pro 5000 Joystick.... El 3. 95 

Competition Pro with Autofire £14,95 

Konw Speedking Joystick. El 1.95 

Red Mouse Mat with Amiga logo £5.95 
Plain blue Mouse Mat £4.95 



Branded Mernorex 3.5" DS 00 Djsks 

Box of 10 El 3.95 

Memorex Disk Box 

For 40 3.5" Disks £8.95 

Amiga V2 Meg Expansion £119.95 

Control Centre Alan or Amiga £39.95 



Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20.95 



PRINTERS 

Star LC24-10 24 pin inc I. lead ST Amiga , £279,00 

Star LC10 including interface lead tor ST/Amiga £169.00 

Star LC10 colour including interface lead for ST/Amiga ,....£219.00 

Citizen 120D including interface lead lor ST/Amiga £159.00 

SEIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES 

Serkosha 9 pin NLQ including interface lead tor ST-*Amiga £139.00 

Serkosha 24 pin LQ including interface lead for ST/Amiga £259.00 



Amiga A500 Games Pack 
£389.00 

Inc VAT and Nex1 Day Delivery 
Game Pack includes: 

* Amiga A500 51 2K Keyboard with Built-in 1 Megabyte drsk drive. 

it Free TV modulator worth £24.99 allowing you to use the Amiga wrtti 
a normal TV, 

* £230 worth ol Games Software, including BUGGY 

BOY, MERCENARY BARBARIAN, WIZBALL & six more games, 

* PHOTON PAINT or SPRITZ GRAPHICS PACKAGE worth over £50 00. 

★ FREE MOUSE MAT worth £4.95 

★ Amiga BASIC, Amiga EXTRAS 1.3, Workbench 1.3 PLUS the 
Amiga Step by Step Tutorial- 

★ All leads, manuals PLUS MOUSE and mains plug 



Amiga A500 StandAlone 
£369.00 

* Amiga A5Q0 as above but without the £230.00 worth of Games Software 



Amiga A500 Business & Games Pack 

£459.00 



includes everything in our Amiga Games Pack PLUS a Comprehensive 
Suite of Business Programs including. Scribble II WORDPROCESSOR, 
Analyze II Spreadsheet and Organise Database 



AMIGA 1 MEG! 
£499.00 



Announcing the new Amiga 1 meg-an A500 system with lined 1 
~-u.?q c ibyh:- Wmoiy expansion and clock card PLUS TV Modulator 
AND DRAGON'S LAIR a six disk 1 meg megagame! 



AMIGA 1 MEG + 
£519.00 



Our Amiga 1 meg + also includes the £230 worth ol games software 
normally given with our A500 Games Pack. 



EXTERNAL DISK DRIVES 

Atari SF314 1 Megabyte £139 00 

Amiga A1 010 1 Megabyte £139.00 

Cumana 1 Megabyte Atari or Amiga £99.95 

NEC 1 Megabyte Amiga £69,95 

Atari Megafile 30 Hard Disk ,....£449.00 

New! Commodore A590 20 meg hard disk £369.00 



MONITORS 

Commodore Amiga A1084 Stereo colour Monitor inc lead £269 00 

Atari SC1224 Colour Monitor inc lead .£249.00 

Atari SMI 24 Mono Monitor including lead £104 00 

Philips CM8633 stereo colour monitor mc. lead tor ST or Amiga .. £229.00 



CREDIT CARD ORDERLINE w 0908 73008 (Man - Sat Barn - 6pm) 

To Order either call the orderline above with your Credit Card details OR make a cheque or P.O. payable la 
Digicom Computer Services and send it with your order to the address below. Callers are also most welcome at the address below 

DIGICOM 

Unit 36, Wharf side, Fenny Stratford, MILTON KEYNES MK2 2AZ 
All prices include VAT and delivery by courier 




WIN! WIN! WIN! 




A World Champi 
Scalextric Set 



PLUS 




1 0 Electronic Arts 
T-shirts, 10 
Arts Mugs And 20 
W Ferrari 'Lego Badg 




Crfp*t look at 
Ikes* Grand Pri«! 



o-one's too old to own a Scalex- 
tric set, Jackie Stewart's got one 
So has Murray Walker. And if 
you play your cards right, you could 
have one too! Courtesy of Electronic 
Arts who is releasing Ferrari Formula 
One any moment nowf It's a World 
Champion Set complete with Ferrari 
racing cars, chicanes, fences and four 
lanes of motorised madness. 

No-one's too old to own an 
Electronic Arts T-shirt and mug 
either. Electronic Arts T-shirt's 
are oh-so handy on those days 
where the sun is shining bright. 
And mugs - well, what more can 
one say: how else do you get 
your steaming hot 'char' from 
teapot to mouth? Well, okay, you 
could get third degree burns on 
the palms of your cupped hands - 
but you know what we mean, 

And of course, no-one's too old to 
own a super swank Ferrari metal badQe, 
Some people are too rich to need one, 
it's true, but that's sfmply because 
they've got the real McCoy throbbing 
away beneath their undercarriage. But 
that's their look-out. These badges are 
guaranteed vandal proof. {And they 
don't run out of petrol). 

Anyway There's The Priie 
Description, But Who Wins What? 
Okay, Well one Icount 'em: one! first 
prize winner will get the Scalextric set. 
(Raucous applause)- 

Ten (count 'em: ten} second prize 
winners will get a double pack of one 
Electronic Arts T-shirt and one Mug. 
{Mild applause). 

And twenty (count r em: twenty) run- 
ners up will each receive a Ferrari 



badge, (Sporadic clapping, which fizzles 
out after three seconds), Yes, we know 
it's not as good as the Scalextric, but it'll 
serve you right for not being 'first out of 
the postbag'! 

Quick - How Do I Enter... And 
What Do t Do? 

It's all quite simple really: as long as 
you know a mite about motor-racing, 
that is Just answer these following 
questions... 

(1 ) Here ore the noses of thr«e 
famous racing drivers: Nigel 
Mon sell, Alain Pros! and Stirling 
Moss* But which one of these noies 
belongs to which racing driver? 




(2) What famous racing commenta- 
tor might say something like thif? 
"And«.ft^,^Mansell...ck>sing„.up*H + on.. 
Warw it k ma n sell* . . o verta k i ng . ..on, .. 
the, ..inside.. .of. .^Warwick! Wait a 
mi note*, .that's not Warwick! And 
that's not Mansell either! Oh no* 
they've both crashed, anyway!" 

(3) Who's the better shot in clay- 
pigeon shooting: Jackie Stewart or 
Nigel Mansell? 

(4) Who's the better 'actor'; Jackie 
Stewart or Nigel Mansell? 

Done That? 

Okay then fill in the answers on the 
coupon below rind send the resull lot a 
photocopy) to Vroom 
Vroom Competition, 
ZERO, 14 Rathbone 
Place, London W1P 
IDE. And make sure 
your entries cross the 
finishing line by 30th 
November, or they'll 
be sent straight to 
the pits 



RULES 



• Any employees of Dennis Oneshots Ltd. or Electronic Ans caught trying to enter ihie 
compo will have the area under thair fingernails slashed with razor-blades. 

• Any entries received after 30th November will be burnt, and we'll dance on the ashesl 

• The Editors decision is FINAL, No whingers please. 

Check out my pnAwars below: 

( 1 } I know my noses.., 

Nigel Manseirs is Alain Prosts is 



Stirling Moss s is 



<2> The commentator is- 
43) The best shot is 



14) And as for the best actor it's definitt*ly- 
If I'm first out of the bag send my f>t\ie to 
NAME 



ADDRESS 



Z IP COOE 
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trem/30p a go 

Yes, it's that hoary old standby, a 
progressive horizontally scrolling shoot 
'em up. Sitting in a very ordinary looking, 
non -dedicated cabinet. It's not all that 
frenetic or flashy, and the colours used are 
rather sober greens and dark blues, 
Basically it does nothing to draw attention 
to itself - so why is it surrounded by so 
many people? Could it be because it's 
seriously excellent?? 

Blooming right it could! Dragon Breed is the natural 
successor to R-Type in more ways than one. Designed by 
Irem - who brought us that seminal shoot J em up - for one 
thing, it shares the same consistent high quality in both 
gamepiay and graphic design. 

You play a little chap riding a long, worm like dragon (the 
natural successor to R-Type's snake jobbies> taking on 
oodles of mythical, monsterous bad guys. These come in 
all shapes and sizes - from man-sized to end of level 
meanies that take minutes to show their full extent across 
numerous screens - and are universally well designed and 
animated. Both the human hem - who can dismount at 
some points to cause maximum devastation - and his 
mount are armed and can pick up extra fire power pods, 
but separating the two is risky. 

You see, as in R-Type, the centra! sprite (in that case the 
space ship, here the man) remains vulnerable no matter 
how many add-ons you get- The dragon's curly body can 
be twisted around to protect him in most situations, 
provided you think ahead in time, but the natural tendency 
is to forget it's the little man you need to protect and not 
the dragon's head - with potentially devastating results. 
It's not the flashiest shoot 'em up ever but you'd be hard 
pushed to name another that plays as well. Bound to be a 
birrova massive arcade hit destined for conversion to 16- 
bit machines sometime next 

year Christmas 1990 all for JraiWiWiW 
mats number one, anyone? 
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Maft BMby 
(Editor of Your 
Sinclair but 
don't hold that 
against him!) 
gives his expert 



on how to 
spend a penny 
(well quite a 
few pennies 
actually!) 
wisely*.. 



► 



We're here to point you in 
the right direction of what's 
likely to be a pretty good 
game so you don't have to 
waste loads of moolah |ust 
trying it out. We've kept the 
ratings pretty simple. One 
overall mark out of five stars 
(well actually five Space 
Invaders} reflecting not 
graphics or placability in 
particular - though they're 
obviously the two most 
important criteria - but our 
general overall response to a 
game. For example five 
Space Invaders indicate a 
super spiffo game and a 
single alien - er, a bit of a 
crap one... 
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dosh eaters 





A Oops! 007 jeems to have 
forgotten which country he's, 
meant to be from! 




SPECIAL AGENT 

Data Eost/30p a go 

This one's pretty cheeky! The 
worst bit is the high score 
screen - virtually a digitised 
version of The Living Daylights 
poster hut there's hardly a 
moment where you don't spot 
some new on-screen James 
Bond reference/rip ofF \ take 
your pick.J You play a fairly 
large Timothy Dalton sprite 

{in obligatory DJ of course) taking on oodles of terrorist bad 
guys around famous Washington D.C. monuments, amongst 
other places. Many of the levels are Rotting Thunder-ish 
horizontal scrollers, with 'James' taking out ninjas and 
musclemen with his trusty Walther PPK (or even more trusty 
giant rifle) but there's some rather more interesliny stuff in 
here too. 

How about [he opening freefall sequence, a vertical scroller 
moving down the screen as you take on baddies while you 
drop, before popping your Stars and Stripes chute? Or the 

high speed motorbike chase 




ffiuess what? Could Data 
East have been Watching 
Thunderbolt by any chance? 




where you're assaulted by 
men in jet packs? Or even 
the shark infested 
underwater scenes? 
Something in here for 
everyone and - dare I say it? 
- capturing the Flavour of 007 
far better than any of 
Domark's efforts. 



WILLOW Cap Com/30p a go 



Well r it r s a pretty ancient licence. I grant you, and the movie 
didn't exactly set the world alight in the first place, but I'm 
glad to see this 'cos - and I know everyone else will disagree - 
I think Wifiow was a bit of a corker of a film. Non-fans will find 
there are plenty of other reasons why this is worth a look. 
Graphically it's lovely - very state of the art with smooth 
animation, large sprites and colourful backdrops. The two 
main characters - you alternate between playing the stumpy, 
magic firing title role and the larger, more athletic rogue 
Madmartigan (both look remarkably like their big screen 
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A This old magician lurk* In the antra weapon* than 
sequence. Here you can spa net tha gold you nobbed aft 
dead enemies* A half pound of magic bolt*, my good man! 

counterparts) and the gameplay is very faithful to the plot of 
the film. Faithful, that is, for what is basically a 1989 remake dI 
CapconVs ancient platform and ladders shoot em up Ghosts 
And Goblins* Nothing new then but well done all the same. 
Experts may complain the gameplay isn't perhaps up to the 

best platform and ladders 
standards, but the visuals 
certainly are. 



CRIME CITY 

Taito/30p a go 

This does for Miami Vice 
what Secret Agent did for 
007. Two suit-wearing cops 
roam around shooting and 
punching out drug dealers 
RoboCop style. Occasional 
Op Wotfy 3D firefights, but 
most of the action is 
horizontally scrolling, the 
highlight being when the 
boys jump across the roofs 
of moving cars. Hilarious 1 




VIOLENCE FIGHT 

Toito/30p a go 

The world's biggest sprites 
slug it out in comic book 
street fights, with silly words 
fdogon', 'goon J f appearing 
on screen occasionally and 
even sillier lighting moves. 
Fun, with the highlight being 
the walls splintering as you 
fall on them. 



JTV Jit 



TWIN HAWK 

Toito/2Qp o go 

WW2 vertical scroller with a 
trillion and one planes, ships- 
tanks and even bigger tanks 
lining up to be machine 
gunned to death by a tiny 
Spitfire lookalike. Tricky, but 
too similar to Flying Shark et 
al to get the pulse racing. 



UN SQUADRON 

Coptom/30p a go 

Three fighter pilots and their 
jets go up against all sorts of 
enemy tanks, aircraft and the 
like, in a horizontal shoot 'em 
up reminiscent of Silkworm. 
A weird shop sequence 
allows you to buy extra 
weapons far your F-14, F 20 
or Thunderbolt, including 
things Tom Cruise never 
dreamed off A neat top panel 
shows the pilot grimace in 
pain when hit. 
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You'll have to dismount to 
iom-e of the ground 
ssed icons. Keep the dragon 
>rrh#ad and you'll have 
■<Tit deterrartt, but be careful 
your little man ii well armed 
■ i he's very vulnerable on 
a rod. 



The dragon'* curly body can 
m used in n couple of ways, 
mnitrtrm up. and you ton 

rale □ devastating whiplash 
ffwt with hit tail, but 

—ncjit if i an impenetrable 

erection against all comers. 
He deem 't move that Fast 
tanon* so you'd do well to 
-ink ahead and remember 

r attack 



MtOponi aren't quite as 
jflieroui at in U-Jypc, but 
"ey're just ai fun. With 
:<imum power dragon 
'□Th, gained by picking up 
w red icons, (maybe ne 
-ould try Liiterine. f dj ond 

•-word firing lightning 
nin, three blue ones, you're 
'-ally cooking. Or at least, the 
■*mies ore. 
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Dom a rk / B rode r bu n d /£ 1 9*99 

uncan: in case you're not 
familiar with the actual game of 
Shufflepuck itself P we'll tell you 
about it. It's a two player game set 
around a table, with one player seated at 
one end of the table, and another player 
seated at the other. Both chums are 
'armed J with wooden blocks (about the 
size of blackboard rubbers) and there's a 
puck' waiting to be hit. The two players, 
in this case let's call them Humpty and 
Big Ted r have to strike the puck r sending 
it down to the opposing end of the table 
where hopefully a 'goal' will be scored. If 
either of the chums is clever enough, 
they'll utilise the fact that the edges of 
the 'table' are raised — allowing the puck 
to be bounced off at cunning angles. 
Unfortunately, neither Humpty or Big 
Ted is clever enough. In fact they're both 
just propped up against the table doing 
nothing at all. Oh look — Big Ted's fallen 
over. Blimey, his head's come off. 

Anyway, that's how you play 
Shufflepuck, and in the computer game 
you're playing it inside a rather weird 
cafe — hence the title. There are two 
screens — the first being a selection 



screen, where you can choose which of 
the nine rather bizarre opponents you 
wish to battle' (there's a weird lizard 
bloke, a robot and more and each of 
them vary in skill), or maybe you'd like 
to plump for the tournament mode r 
where you take on each character in sue- 
cession. This choice having been made, 
it's onto the 'business' screen, where the 
game takes place. I decided to take on 
the little spotty chap with the glasses: he 
didn't look quite as 'handy' as the 
others. So, having selected him with the 
mouse -pointer, it was onto the actual 
matchplay screen. 

Sure enough there he was at the 
other end of the table looking all sort of 
eager, wholesome and annoying. Game 
on! My serve. So I whizzed my mouse 
across the mat at a stunningly rakish 
angle and — kerpow — the puck 
bounced with a sampled 'clang' off the 
side of the table and whooshed through 
his defence, Thanks to my superior 
mouse-mat (a trendy and 'grlppish' 
ZERO one) I soon won the match 20-nil. 
Well, he was easy. But not all of them 
are. In fact, things start to get downright 





By jingo, thl* opponont teems a trlfl* iqvWy In fho h*od — fhst's hi* twentieth 
glaft* of bubbly » for tonight. A victory far mo could be lit Hi* offing hoi 
(union hit llvor'j mad* out of J««toth«)» 



impossible when you gel to Be|in (the 
female refugee from the Addams 
Family, who has spook serving tactics'l, 
or Biff (the aggresive Biker). 

If the opponents aren't tough enough 
for you (or are too hard, if you're a oil 
useless) loads of the in-game elements 
can be 'tweaked'. You can change the 
size of your bat, alter the friction levels 
and even summon up a block that 
moves around in the middle of the 
playing area generally getting in the 
way and helping you to score billions of 
own-goals. The first contestant to score 
20 is thrc winner. Oh. arul the game's 
totally controlled by mouse, so if your 
mouse-mat's a bit crap you might find 
yourself in a bit of a squiff We suggest 
you invest in a rather trendy and 
extremely 'grippish' ZERO Mouse Mat 
they cost about a fiver, and will be 
available SOON! 

On the ST Shufffepuck Cate is an 
extremely simple game that's been 
implemented brilliantly. And very 
originally- There are loads of little 
touches, like the sampled comments 
you get from the different characters 
when you beat them — or alternative 
ones when they beat you One of the 
opponents (Lexan the Lounge Uzard) 
actually gets progressively more 
sloshed as he's playing, which means 
he, er r gets more useless- The puck is 
nicely animated and moves blimming 
quickly, and the learning curve is one 
that breaks you in gently, then suddenly 
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'HeNe. Em, Cat! anyone tell » 
«p»n tha toilet Is pleate? 

lets you have it in between the eyes 
with both barrels. 

The Amiga version is almost exactly 
the same as the ST version, but with an 
extra little music ditty bunged on the 
loading screen and slightly slower 
accessing speed for the sampled speech 
Iwe're only talking in pico seconds 
thought 

As for the PC version,., well... urn... 
there isn't one yet. And though there 
are plans to do a version, they're not 
exactly definite — sorry. tBut you can 
still get a ZERO mouse mat!) 

My one quibble is on the subject of 
Instability — I just don J t know how long 
you'll stick with Shufflepvck before it 
goes on 'the pile J . Mind you, it J s the sort 
of game that'll be fished out again {and 
again!: so it's got lastability of sorts. 
Just make sure your mouse mat's as 
good as the ZERO Trendy And Grip- 
pish" one, which'11 be out soon for 
around five quid- 

ST Scorn 
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Tengen/£ 19.99 

uncon: A game where you have 
to play a traffic cop? Blimey. 
Don't talk to me about traffic cops, 
I'm always getting done, Maybe it's my 
car, maybe it's just me, {it's both. £d). 
Anyway, it s great to turn the tables for 
once, and be in control of a 'rozzer' — 
officer Bob in this case — and pootle 
around arresting all and sundry. 

APB is a viewed from above scrolling 
road game, in which you play a traffic- 
cop. The idea, as with real life traffic- 
cops, is to nick anyone in sight — and to 
make your life a little easier Tengen has 
colour-coded each of the cars involved, 
and allocated certain crimes" to certain 
hues (yellow cars are drunk drivers, red 
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Voi f f*», I con *** what yOM wont his 
to do today Chi of — but I pononalh/ 
fancy nicking thai plot* with tfc* 
flashy Morcodoi SfM>rl down 
Shakftlpaare Roadl 



cars are something else etc). 

You start the game, however, at 
driving-school. There are no cars around, 
apart from yours — and you have to 
follow some arrows around the police 
compound within a time limit and 'book' 
a certain number of stationary traffic 
cones. 

The way to bonk people (or, erm, 
traffic cones) is quite simple. In front of 
your patrol car is a small steering-wheel 
shaped doofer. If you're travelling slowly 
it'll be near the front of your bonnet 
while at speed it moves further away 
from you. The trick is to position it over 
whatever you want to 'nick' and hold 
down the fire button — which can be a 
bit tricky on the later levels when you're 
motoring at mach nine with about 30,000 
trillion other cars on the road. 

At the beginning of APB you can 
select which day' you want to play from, 
which is the same as saying 'choose your 
level'. Day One is the driving school bit 
mentioned earlier, while Day Ten is, erm, 
quite hard. There's a notepad to the right 
of the screen which serves you in several 
ways. 

One: it gives you a running tally of your 
'revenue' (i.e. the dosh you collect for 
successful 'nicks') 

Two: There's a 'demerit' bar. Demerits 
are awarded every time you pull over an 
innocent driver lor when you crash). Ten 
demerits and it's game over time. 
TTrree: There's a timer: keep your eyes 
on the clock. Well — actually, keep your 
eyes on the road. 




Right, vou'ro w*M and truly nlckod mm 
old faoovty. Audi bo wamad — I 
bow Tit* ©Wonco (the S*on Connor? 
film), I thought It wai a cantodyl 

Four: How much petrol have you got left? 
There's a bar at the bottom to tell you. 
Five: Your 'arrest quota' is here as well It 
tells you how many of which type of 
driver you've got to pull. Pull them all and 
you get a dosh bonus back at the station 
and move to the next level- 
On the later levels you have to catch 
drug-pushers, and they give you a right 
old chase. You have to stick your 'siren 
icon' over their cars quite a few times to 
get them to pull over, so ramming them 
off the road isn't a bad idea. Having 
busted one of these fiends, you get 
sprDinged to a totally different screen 
where you have to try and 'shake' a 
confession out of the offender. It's a 
joystick wagglerl Get a confession and 
you get a cash bonus! {And a broken 
joystick. Ed) 

At the moment only the ST version of 
APB is available on which the graphics 
are fine, as is the scrolling iwhich is pretty 
important, obviously, in this kind of a 
game). There's a lot to keep you busy, 
with 'power-ups' to obtain lextra speed, 
extra acceleration and extra brakes) and 
petrol and extra time to be aquired. Bui 
where are these things when you need 
them? Nowhere near you, that's for 
certain — and driving the wrong way 
down a one way street is often the only 
way to get to them before your timer runs 
down. 

APB on the ST is a good conversion of 
a good arcade game It s great fun, pretty 
hard - and the easy access to the different 
levels keeps you coming back for more. 
I'm off to join the police (Only joking) 
[They wouldn't have you anyway. Ed). 




Yoo'ro nlckod* And yoo'ro nkkod. So 
art you. Yoo'r* nlckod too. Vov'ro 
roolly nkkod. Tou'ro nltkod as wall 
•vnihlno. Nlckod, nlckod, nkkod, 
nlckod, nkkod.. .{Continued on n*§o 
10*}, I row conl, It'w bmwn nfrlrod* fd|. 

ST Scora - Amiga coming soon 
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PAPERBOY 

£lite/£19.99 ST & Amiga/ £24, 99 PC 





It s been a long time since I 
was a paperboy r actually. In fact 
I the last paper I delivered bad 
something about a male Prime Minister. 
\Chambertain? Ed). 

In Paperboy, you are (surprise 
surprise) a paperboy. As you go on your 
paper round in small town America, you 



to hit the box from a moving bike, but 
you've also got to avoid all the ob- 
stacles as well. At the end of each level, 
called Monday, Tuesday, Wednesday 
etc, you have to ride through the perk 
at the end of the road, throwing your 
remaining papers at targets as you 
move along I pretty realistic, huh?l end 




Yflu'vi b«*n mowed down yov 
blockhead. Now ft i had a pound tor 

every Advanted Lowrtmo war 
Sfmc/JofOr rip off I taw... 

coma up against all the hazards which 
confront any def young lad on a bike in 
the morning. 

Dogs, joggers, drunks, men digging 
up the road, manhole covers and 
careless motor ists. 

You've got to deliver your paper, The 
Sun fyurch'J to all the houses with a 
Sun box outside. Not only have you got 



H# A«T*E* 

Gremlin /£ 19,99 

Jonathan: Probably the first thing 
to get out of the way is what 
HA TE, actually stands for. I'm 
retiably informed that Hostile Afi Terrain 
Encounter is the expanded version, 
although it sounds a bit contrived to me. 
The encounter in question takes place at 
a training school for budding astro 
nauts, in which they get to put a variety 
of vehicles through their paces over a 
series of Zaxxori-style diagonally 
scrolling landscapes. 

The first vehicle to come into your 
posession looks uncannily like a 1960 s 
Russian Fighter plane, but it seems to 
work okay. As it chugs along, going up 
and down as well as from left to right, 
formations of aliens buzi round taking 
pot-shots at you. Some appear from the 
top of the screen, others from holes in 
the ground Xenon- style. Fortunately 
you are armed appropriately so they 
present no problem, as long as you can 
judge how high they are flying Ithe 
shadows help here). 

While all this is going on there's 
something else to consider. Dotted 
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Ertn...tf I wore you I'd icorpor 
thorpish before Mr Angry got* up and 
shoves your bike down your throat. 

making it to the finishing line before 
time runs out. I never once made it to 
the line, even at maximum speed, so it's 
kind of impossible for me to tell you 
what comes next. 

On the ST, the graphics are good — 
very much like the arcade machine — 
and unlike a lot of coin-op conversions, 
this one actually plays like it as well. It's 
flippin' "ardf The sounds are authentic 
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A strong poitibllJry for ttio Front Pays 
News section of TCJroil 

and the tune is catchy. (I know a lot of 
people who play games just for the tune, 
y'know.) 

The graphics on the PC version are 
nice enough, a bit blocky on CGA, but 
very nice on EGA, more like the actual 
arcade machine. The sound is thankfully 
absent, I don't think I could take the thing 
beeping all the way through the game, 
with most of the sound reserved for the 
tune at the start and sound effects. 

Okay, so that's the review, now here's 
a joke. What happened to the paperboy' 
One day the wind blew him away! Ha ha 
ha ha,., Okay, please yourself 

ST Score 
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about on the ground are lots of what 
took like nuclear power stations. Blow 
them apart and you'll be able to pick up 
the little ihingies inside, which then tag 
along behind you. The more thingies 
you collect the more lives you'll have 
when (if) you reach the next level. If you 
do reach the next level you'll find 
yourself in control of a different kind of 
vehicle - first a tank (which won't go up 
and down obviously) and then a 
hovercraft. And then? I wouldn't want to 
spoil the surprise. {He means he 
couldn't get that far. £o*f 

I've only seen the ST version, but 
just on the basis of that I think I'm safe 
in saying that what H.A.T.E. sets out to 



The plane hat Hw 
advantage that 
you can dive 
dawn underneath 
tilings If you wan* 
to. Don't worry 
about hitting the 
ground - it won't, 

do, it does very 
well. The scrolling 
scrolls smoothly, 
the graphics look 
smart, if a little un- 
adventurous, and 
the balance of 
difficulty and 
playability is, errn, balanced. I especially 
welcomed not havrng to go right back to 
the start of the game on dying — you 
just go back to the previous level to p>ck 
up some more thmg'i:s 

An accomplished but uneventful 
scrolling shooter which will keep you 
playing until the bitter end. The game'j 
only fault is in being slightly bland. 
Other than that H.A.T.E. is a very 
enjoyable blast, and one which I'll 
certainly be returning to. 

ST Scor* - Amiga and PC 



graphics © imam he ss © . 

SOUND © EXECUTION © If Q 



ZERO 



RVF HONDA 



dejd vu 



MicmStyle/£24.99 Amiga 

Sean: RVF Honda is described as a 
simulation rather than an arcade 
game, but does include elements 
of both genres. On the arcade front, the 
colourful graphics wouldn't be out of 
place on Super Hang On or a game of 
that ilk. Sound is the usual digitised 
vroomy noises, and scrolling is smooth. 
Trie i Huston of speed is well created and 
since you are concerned with what's 
happening in the race, the trackside 
decorations are for the most part 
ignored. Unless you'ra wrapping the 
'bike around them, that is, 

Prettiness aside, it's predominantly a 
racing simulation, and there's a lot 
more to it than whizifng around 
collecting flies on your visor. There are 
over twenty tracks to master, and three 
skill levels to choose from. 

To begin with, the race is at Clubman 
level and you must compete an eight 
tracks and finish first overall in order to 
progress to National levef and then 
International level. If you win this, you 
rjecome World Champion, and 
presumably lead a life of drunken 
deoauchery with page three bimbos, or 
have metal bits fitted to replace the 
bones left by the track at Donnfngton. 

As in any self-respecting simulation, 
each 'sack requires its own approach, 
on some you can belt round in sixth 
gear, whilst in others you may barely 
touch fifth. Each race begins with the 
opportunity to practice^ allowing you to 




become familiarised with the track, work 
out the best gearing for certain bends, 
and also to determine your grid 
position. 

Once on the grid it's down to your 
driving skills and timing next to that of 
the other racers. In addition, there are 
also oil patches, puddles and hills to 
contend with. Either will lose you vital 
seconds, but falling can also ruin your 
speedo and rev counter, or damage the 
gears or steering, making the bike 
perform about as welt as Elvis Presley. 

Gears must be used, and ore imple- 
mented by using the fire key and pressing 
forward to step up the gears, and pulling 
back while pressing fire 
to come down. Unfor 
tunatefy, it is some- 
times necessary to 
change down the gears 
as you approach a 
bend, and because of 
the joystick configura- 
tion I found it tricky to 
ch a nge do w n a nd stee r 
the bike round a bend, 
so I spent a lot of time 
headbutting trees and 
collecting grass stains. 

Once I was getting to grips, keeping 
up with the pack and occasionally 
winning, I found RVF Honda to be quite 
an addictive game. Chasing and 
overtaking other riders, especially on the 
bends, looks impressive, and certainly 



gives you an exhilaratingly smug 
feeling Most of the time, however, you 
are out on your own, only occasions ly 
meeting another rider. This makes rt a 
little boring at times, and whilst the 
simulation might be being true to life in 
this aspect, it can prove a bit of a drag. 

Overall, RVF tS an attractive game. 
The sonics and graphics, whilst not 
being anything revolutionary, 
complement the gameplay more than 
adequately. And as it's the involved 
gameplay which makes the game, RVF 
Honda shouldn't disappoint anyone 
who wants a decent 'bike racing 
simulator for their Amiga. 




'Our here' d»m onitre t»t hew to Ulk + a turner 
ujtng |««f two wheats and on* keecap. VorooT 
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CALIFORNIA GAMES 



Epyx/£24.W ST 

Jonathan: Totally 'tubular', 
radical dude' that I am, California 
shouldn't have presented any 
problems to me. And indeed it didn't. 
Within seconds of loading I was soaking 
up the sun, surf, sand and the rest of it. 
As for the game, it's along exactly the 
same lines as all Epyx's other Games 
games — loads of little gamettes which 
can be played in a variety of ways, ideally 
oil in one go with a few friends to 
compete against. 

The simplest thing to do now would 
be to list the sub-games, so here goes... 

Half- Pip* Skateboarding: Skate 
around in a U-shaped half-pipe 
performing as many stunts as poss. Not 
bad, but hardly riveting. 

Foot Bag: One of the best — try to 
keep a bag in the air without using your 
hands, if possible looking as bio' as you 
:ar Avoid hitting the passing seagulls. . 

Surfing: I couldn't get the hang of 
this one. You surf, basically, and attempt 
to do it without falling in . 

Roller Skating: Little more than a 
scrolling avoid 'em up. There are things 



to skate round, things to jump over and 
while you're at it perform 36G' J turns to 
score more points. 

BMX Bile* Riding: Erm, a scrolling 
bike 'em up? Your job this time is to 
pedal through the undulating course 
without falling off, Takes some practice, 
and not one of my favourites. 

Flying Disk: The final event, better 
known as Frisbie Chucking, Satisfyingly 
easy - just throw the frisbie as far as 
possible and then try and catch it again. 

Not a bad little bunch, altogether. 
There are plenty of 'nice touches', and 
while the graphics may not be exactly 





Th* fact that the water* are sJiark 
Jnfaited dots little to Improve one'* 
confidence. 



the trick Is to perform a* many 
cartwheels, [untpi etc. before yaw get 
■oailck. 

'awesome' (these words are all defined 
in the instructions by the way), the 
sound manages to encompass plenty of 
little ditties and the odd sample. 

As always, it's much better with a 
friend or two, although once you've 
mastered each event the game could 
become a little wearisome, I enjoyed it 
though, and it's definitely my fave 
Games geme to date. 

ST Score 
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Being a Footballer 
Of The Year i$ not 
Just baE-skitts and 
the glory of goals, 
you have to be part 
of a team and have 
an in-depth 
knowledge of the 




LEP 

OF THE YBAP 
FEATURES 

Customised league . 



Gremlin Supmt: 

UK Stfpertop 
European Sop*- 
World Snpercup mr 



BLackbo 
planning 

•«q 

Double or 
Transfer 



Blackboard facta 
planning and act 
■equences 
• 

able or nothing it 



Transfer opporiBn: 
and Internationa 
and much Don 



Go for it! Scott I 
goals, make (ii 
right decisions 
the glory of 
Footballer Of T 
Year can be jtoil 
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AH mall order enquiries to Gremlin Graphic* Software Ltd.. Alpha House. 10 Carver Street. Sheffield SI 4f$. Tel: (0742} 75342} 
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Well, David McCandless actually! And he's bringing 
you a lot more than just tips. There's a complete 
map of Air Heli, a complete solution to Spherical, 
Binky Berkmann's Debriefing plus loads of POKEs 

and hacks tool Shame there's no Pot Noodle really! 



SPOT TIP 

XENON II 
| image works) 

Buy it! 



G 



aimes are getting harder. No if-ing or but-ing or 'I'm 
washing my hair tonight' about it - games today are 
tougher than they were three years ago. In those 
days, any shandy-drinking badminton player from the South 
could swagger in From an evening, of amateur dramatics and 
complete the latest 'difficult' shoot 'em up. Nowadays you 
have to be some kind of bronzed fed neck, with a palpo-cbest 
and a penchant for driving up to the Ayatollah's 'pad' in Iran in a Penguin-books van, 
to be able to get past the first level on any game. 

But tougher games breed tougher players (biologically possible or not) and here at 
ZERO, we have the toughest, most bronzed gamepisyers with almost scarlet necks, 
find a penchant for even worse jokes about Salman Rushdie. They'll be producing a 
mammoth wad of hints, tips and maps every month, backed up by a regular dose of 
Jon "My cerebellum is the size of Uganda" North's POKE s page. We ll be gliding 
through the easy games, cruising through the fairly hard ones, and then hardly 
breaking step as we march through those real tough buggers. 

But enough ego-tripping, since we're not quite as brilliant as you must think we 
are. We're actually going to need your help. Not that we can't handle the sheer 
volume of games ■ oh no I It's just that er, , , just that , , we're all a bit crap reaNy, 
if had my suspicions. Ed.) 

What we basically need is a huge tidal-wave of tips from you every month. You 
could even get together with a few 'chums' to form a tip-squad, or you can go it 
alone and claim all the glory for yourself. And glory there will be, Lots of it. 

So if you've played a {fairly} recent game to death, discovered a cunning cheal- 
mode, came across a strange effect or esoteric 
secret level on a game, figured out the Alistair bit 
of the column title, or if you've just got a few Ideas 
on what you'd like to see in the future, then drop 
me e line. David McCandless is the iunpronoun- 
cable) name, and the address is ZERO, Crystal 
Tips (and Alistair) 14 Rathbone Place. 
London, WlP IDE I wiit be hearrng from you. 



SPOT TIP 

LEONARDO ($tarbytwi) 

The level 10 tod* is 
CmmeitfpJer (typical 
Germanic password). 




PHOBIA 

Now this I mage work's shoot 'em up 
is hard, as hard as nails in fact* 
Steven Hill just managed to scrape 
the surface of the game to extract 
these tips. If your Phobic skills can 
rival or even surpass Steven's then 
send, send, SENDJ 

• Always start on the planet and not the moon. There is a very short supply of 
shield/weapon up-grades and you'll be decimated pretty sharpish if you try. 

• Shooting an entire enemy wave yields a big blue bulky shield. This will seem to 
have no effect at first, but will in fact gradually increase your firepower. Your lasers 
will go further, you'll have diagonal J hqmbing r shots r and life will he easier all round. 

• Always, if possible, go to the moon after murdering the end of level mutha. 

• Along the level you'll spot small white circles. These are the shield-generators that 
protect the mega-mutha at the end of the level. The more circles you shoot, the less 
tough and tenacious the crustacean will be. If you shoot very little or none at all 
{shandy -drinker) then the alien won't even make an appearance, and you'll have to 
go right through the level (again). 



TEETHING 
TROUBLES 



There are some games 
these days that ore not 
only hard to play but 
damn difficult to get into, 
too. In the future, this 
section will be devoted to 
giving you inferior 
players a head start in 
the tougher, meaner, less 
accessible gomes. 

One such discourag- 
ing ly complicated game 
is Activision's Mtttenium 
2.2 which conceals quite 
complex gameplay under 
its terribly nice graphics* 
Steven Hill (again) has 
delved into the game to 
help you get started. 



F 



irstly turn on the Salogen 
Mk.1 - essential if you want 
to do anything Next r go 
straight to the research lab and 
start investigating the Salogen 
Mk.2, remembering to turn the 
laboratory on. Then high tail it to 
the production lab and select a 
probe to construct, Now advance 
two days and back to the prod lab 
By this time the probe will be 
under construction. As soon as the 
probe is ready the research on the 
Salogen Mk.2 will be finished. 

To conserve power during the 
production of the Mk.2 you must 
deactivate the Resource machine. 
Produce some Mk.2 and turn that 
on. Then advance time until the 
research is complete on the next 
Salogen. REMEMBER to reactivate 
the Resource machine. 

Now start the production of the 
next Salogen and commence 
research on the one after that. 
Proceed like this sequaciously, u'n 
order) advancing the time etc. 

You'll quickly run through all the 
Salogens until you reach number 
IV which is faulty. This means you 
must repeat the production 
process from Mk.1 again, but you 
can be researching Mk.IV and 
beyond while this is going on. 

Once all the energy elements 
have been examined, you must 
start researching the weaponry and 
then the transport - the moon is 
your oyster, 



^^^^Ti ^ you've played 
o gome recently 
l^r^^^^ that was a tad 

'obtuse" or 
slightly difficult la get started 
in, then send in your startup 
routine ta Hie normal address, 
but label it TEETHING TROUBLES 
so I can file it properly* 
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LEVEL CODES 


Single player codes; 


LEVEL 09 


RADAOASf 


LEVEL 19 


YAftMAK 


UVIL 3* 


ORCSLAYIR 


LEVEL 59 


SKYFIRE 


LEVEL 75 


MIR GAL 


Two player 


codes; 


LEVEL 09 


OH AMI MA 


UVIL 19 


GLIEP 


LEVEL 39 


MOURN BLADE 


LEVEL 59 


J AD A WIN 


LEVEL 75 


Er... ah.,. 



SPHERICAL 

THE COMPLETE SOLUTION 

We like Spherical. It's a gorgeously challenging game 
requiring brain-power, reflex, speed and agility* Nat only 
that, but each screen is a stand alone puzzle, and can keep 
you pondering for days, weeks even. James Clover took a 
mere two hours to complete it, 

GENERAL TIPS 

• Always (and I repeat) always pause instantly on 
entering a new screen. 

• The first thing to look for is the saftey of the ball. 
If it is poised on the brink of a precipice or just 
about to tumble into an inescapable trap r you will 
have to act fast and trap it, making it safe. 
O Also check that five million ghosts arent about 
to converge on you simultaneously. 

• lt r s possible to remove blocks all around you, 
even diagonally up, The latter takes practice and 
timing but you can congratulate yourself on being 
a real ninja when you master it, 

• Get two candles and your rotating sparkler turns white. Hold down fire and the 
ball will bounce randomly around the screen, killing things, 

• Trapping monsters is an essential skill, requiring speed, precision, lightning 
reflexes, vast reserves of talent - and the jammiest of luck. 

• If you're good enough {we are), you can jump a gap of three blocks. 

THE NASTIES 

DRIPS 

These cunningly drip vitriol on you from above, following no set pattern. 
The best thing to do is climb up to a higher level with them and place a 
block directly under the drip. Or just make a dash in between plops, 

GHOSTS 

These spectres dumbly move left and right and can be halted simply by 
plonking a block in their way. To put them out of action permanently, trap 
them at the point where they turn around. 

PIXIES 

Pixies stalk along platforms and fall down through gaps until they reach 
the bottom of the screen. Remember this when you start a screen. You can 
be lulled into a false sense of security by the empty platform next to you, 
only to have fifty leprechauns skydive onto your head. 

BUBBLES 

Bubbles are a pain - virtually indestructable, they only give you a pixel's 
space to travel underneath. You can, if you're clever, stand above them 
and place a block on top of them, allowing you to stroll across. 

EYES 

Eyeballs are stupid; they just bounce up and down, down and up,,, and 
can easily be trapped with a block above or below, below or above them, 

FACES 

These ugly mugs defy all logic. They rotate around in dim circles three 
limes and then decide tD change direction completely illocjically, It's best 
to trap them immediately - and be careful where you put the blocks. 

WIZARDS 

These guys materialise, shoot a fireball and then disappear, It's always 
hesi to pause for a few moments at the start of a screen just to see if any 
of these boys appear in painful places (i.e. the block you are standing on|. 

Well 99,99993701% complete, anyway.-. 
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WHAT A LOAD OF. 




A SCREEN 2 This is the first screen yog 
really have to think about. Roc* down, 
trap the ball, then build the platform 
across to the exit. 




a SCREEN 4 By now you need to haw 
mattered the art of building your awn 
ladder* The best way la do this is conjur* 
a block jump on it, conjure another m» 
to it, jump on that and so on. Run left 
immediately, fall onto the hourglass 
charge up into the okovu, and plate a 
block right next to the ball. 




A SCREEN T Another race against time 
this. Don't bother to put a block left off** 
ball since it always rolls to the right, Go 
up the left, there's only one ghost There, 



$r t § i e f «r ; 
^ y m m m m e\- 




A SCREEN S Be careful not to fall into 
any of the chambers at the base of fhe 
screen - you won't be able to get Out. 




A SCREEN 1 O A rough ie. What you must 
not do is foil to the bottom of the screen. 
Leap across the top of the screen, get pat 
the boll and race down, unblocking all 
the holes* Once at the bottom, block ail 
the gaps and you're home and dry. 




IAZINGLY ROUND SPHERICAL OBJECfS! 
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i SCREEN 15 ; Above.. before; below, 
IdHvf.) Roc* Up To the lop and trap the 
tall straightaway. Collect all the 
tourglai&es. Build a platform from the 
toll to the top right hand chamber. Then 
|*efease the ball and race into the bottom 
I nght chamber. Quickly build a bosket to 
■3*rh the boll. 




i SCREEN 1 9 Lovely «reen rhi*. Don't 
Xrther to avoid oil the bubbles, just 
Ifrint or.ro » the top, get the red potion, 
Ifctn race across the ne*r Hoar and fall 
lfewrt. Get the energy potion and build a 
; bng platform. Simple. 




i SCREEN 30 Very difficult at first. The 
probl*m is how to get the key behind me 
fogon. The amwer is you kill it. Collect 
brii torches, build a short platform to its 
tad, and just stand there, letting the 
jforkler tmaih it in the bonce. Just pray 
|M don't run out of energy first. 




iKIEEN 34 The only real problem here 
■ getting up to the boll before it falls into 
kci gap next to it* 




A SCREEN 25 You've got to have a red 
potion here, or you'll never complete it. 




A SCREEN 26 Forsake all weedy -ideas of 
self-preservation and simply loom up 
and trap the baJL 




A SCREEN 29 Don't worry about 
completing this, level - lt F S SO easy even a 
shandy-drinker could 1 da it. All you need 
to know is that there is a hidden symbol 
four blacks dawn from the lop left hand 
corner. Just plant a black there and 
you're whisked away to the next Level, 




A f CHIN 30 Aoarrrghhhhl This level is 
difficult.. Start by blocking the eyes on 
bath sides, then fall dawn an the right, 
onto the red key. If you fall onto the left, 
you're dead. Build the ladder back up to 
the top on the right and climb across the 
platform to get the blue key. Then fall 
down onto the purple key and climb up 
the ladder you built previously. Ph*w! 




A SCREEN 33 Unbelievable. You have to 
leap every single one of these poisons. If 
you touch one you might as well as quit. 



ARTIFACTS 



A SMART POTION 
JWl These potions become 
^■^^k invaluable on the later mean 
Hj^^H mutha' levels. They vape every 

nasty on the screen instantaneously. 

Press 'ST on the numeric keyboard to 

activate them Ithis is not made very 

clear in trie instructions). 



EXTRA ENERGY 
Urn,., this one's a bit 
self-explanatory really. 

SPARKLER 

This gives you a temporary 
rotating orb r which kills all 
known nasties (except bubbles 
and sorcerers). 



A POISON 
JP^^ Avordl Avoid' AVOID! These 
KH take away your ability to create 
\[3f blocks, so if you're at the bottom 
OTthe screen, or if the ball's about to fall 
into a trap r you're stuck! Avoid! (Have I 
made myself clear?,! * 

A FREEZE POTION 

This freezes all moving nasties 
' nblai and wizards as 

per usual). You must he careful 
when using this as a frozen nasty can 
get in the way and thus hamper you 
quite considerably. 



ANT! -GRAY 

These come in two different 
» varieties The toggle variety can 
be used over and over again, switching 
between up and down P whereas some 
can only be used once. 



LAMP 



ht This, perplexingfy enough, 
gives you immunity for a 
short period of time. You can tell when 
it's about to run out - you start to flicker 
in a most unnerving manner. 



This gives you extra long (not 
high) and slower jumps. 




The trophy tele ports you 
instantly to a warp level. Warp 
levels are extra-spec«aily hard levels, 
intended to tax the toughest players (i.e. 
usl , If you complete a warp you can 
leaD-frog several levels as a bonus. 

« 

KEYS N' DOORS 
The keys unlock the 
doors and, er... that's it. 

\9 J If you come across a screen with 
jm^r a wand m it you can forget the 
W ball (alright') and just head for 

the wand, or take a leisurely stroll 

around treasure land. 



HOURGLASS 

Collecting one of these prolongs 
the time-limit of the ball. 
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This part of the game is a refined version of the KICK 
OFF, retaining it's pace, flavour and the universally 
acclaimed game play. Play in your position or control 
the nearest player. The first option combined with a 
tailor made tactics can play havoc in the opposition 
goal mouth. 



r well proven tactics are provided to suit most situ 
tions but you can design your own tactics. The pitch 
divided in blocks. Place the ball in a block and move rh 
players to the required position. Repeat the process k 
each block. See the tactics in action using the Ray Trac 
facility. 



Devising winning tactics, acquiring players with right 
skills from the Transfer market and selecting a team 
with the right balance is the test of the Managerial 
skills. He must aim to get promotion as quickly as 
possible while he can still influence the results as a 
player and before the age starts to effect his pace and 
stamina. When to hang his boots up is the toughest 
decision he has to make. 



Over a thousand players in the four division leagu* 
Each player with a unique combination of the folio* 
ing attributes: SHOOTING ACCURACY, PASSIM 
ACCURACY, PACE, STAMINA, APPLICATION, AGG 
RESSION, HEIGHT and TACKLING SKILL 
These attributes are influenced by the player's Age 
Mental and Physical Dexterity, Quality of Experienct, 
Weight, Temperament and Morale, There are sever* 
other factors such as injury, disciplinary point 
unsuitable playing position which influence a player 
performance, 



other factors like referees, injuries, discipl inary problems, team morale etc. can lay to waste the best laid 
plans" of a manager The PLAYER MANAGER brings everyday realities of a Manager's life, his talents as a manage- 
and a player into a sharp FOCUS. THE FOCUS IS ON YOU. 



AMIGA - ATARI ST £19.95 

CBM 64 - SPECTRUM - AMSTRAD £9.95 (Cassette) £14.95 {Disc) 
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BURNHAM TRADING ESTATE, LAWSON R 
DARTFORD KENT* Mail Order by Cheque, Postal Order, ACCESS or VII 

Telephone No.: 0322 92513/9251 8. FAX No» 0322 9342 
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GET 'DEBRIEFED' 



Helpl essly stuck 'smack- 
bang' in the middle of a 
game? Step into Marcus 
'Binky' Berkmann's 
Strategic Air Command 
Centre for a debriefing 
session, then. (No, not 
kind of a 'debriefing' 
ission - you perv.) 

hat ho, chaps. Marcus 
Berkmann here l 'Binky' to 
my flying chums). Have 
you got a game with which you've 
persevered for ages, just can't seem 
any further progress in and 
verge of giving up on it? 
You have? My word, that's a jolly 
bad show, don't you think? I cer 
tainly do! You should buck your 
ideas up a bit old man - it's not 
exactly the spirit thai won the B 
Of Britain, There we were, faced 
with the darned Bosch buzzing over 
the channel in their droves. We were 
totally outnumbered- But did we 
give up? No we bally well did not. 
We jolly well stuck to our guns. 
"Never in the field of human 
conflict/ said Winston, "has so 
much been owed by so many to so 
few * Well I'm one of the few And 
now I'm here to help you. Not only 
am I licensed to fly a Hurricane or a 
Spitfire, but I'm also licensed to dig 
you out of a sticky situation - which 
mainly involves answering your 
queries on ST, Amiga, PC and 
console games, 

"How do I know the answers?" I 
hear you ask. Well, sometimes I do, 
and sometimes I don't, and when I 
don't I shall open the question to 
other Get Debriefed readers, Shgul 
you be able to untangle some other 
poor cove's gamesnag, you'll be 
awarded a singularly spiffing prize 
which (ahem) we haven't quite 
worked out yet. 

So how do you get your le 
printed? Here are some tips: 

• Remember to write it, 

• Didn t you put a stamp on it? 
Mow you'll have to write it again, 

• Enclose an enormous bribe 
all cheques made out to "Wing 
Commander Marcus 'Binky' 
Berkmann DFC (Offshore Acco 
And don't feel you have to as 
new games. Is there an elder 
that's been squiffing you for 
Let me know. 
Re member, 
that amazing 
"mystery" prize 
is up for grabs? 
Send all your 
stuff to Get 
Debriefed By 
Binky Berk- 
mann, ZERO, 
14 Rorhfaone 

London 
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IMPROVE YOUR HEX LIFE! 



Erm... here's Jon North with 
helping of hex, POKE* 

Yes folks, you've waited long 
enough. Now the time has 
come when 16-bit owners too 
can experience the joy and bliss that 
has been known for years by the 
S bitters. Because, ZERO is the first 
magazine to give 16-bit players loads of 
POKEs and hacks every single? month, 
No tips, cheats and maps in this section 
matey. Just lots and lots of hex. 

FORGOTTEN WORLDS 

(Amiga) 

To start you off, here s a routine for 
infinite energy in USG's Forgotten 
Worlds, painstakingly cracked by 
Frostbyte of Freestyle UK. 

10 REM Forgotten Worlds hack by 
Frostbyie 

20 FOR F-327680 TO 327826 STEP 2 
30 READ A$:A=VAU"8iH"+A$) 
40 POKEW F,A:P0KF_W (F4l48),0: 
NEXT F 

50 CALL 327680 
60 DATA 

6TO4A,337C,2,lC,42A9,2C237C,0,40a24,4BF9 
70 DATA 

3^^34D J 28^EAE^,CFAFF r 16,«F9l J F r 6A300 
80 DATA 

2B7C,6A300,C^4EED r C33^4F^5AA9QA r 4Q=9,6 
90 DATA 

A400 r 2C79,0 J 4 r 93C9,4EAE # reDA r 46FA^C P 24aO. 

43FA r 86 
100 DATA 

4E AE , FE9E,43FA,2E,4280,42B1 ,41 FA, 1 4,4E AE, 
FE44,43FA 
110 DATA 

1 E,45FA,6A,234A,E,4E75,7472,61 63.6B64, 
6973,6B2E 

120 DATA 6465,7669,6365 

VOYAGER (Amiga) 
Hawkeye also from Freestyle UK, has 
been quietly beavering away in the still 
of a Morden night to present the world 
with a hackette for Voyager. Slap it into 
Amiga Basic <save it if you want) then 
RUN it with the Voyager disk in the 
drive. Have you noticed that all these 
hackers have strange names? Perhaps it 
was something to do with the Baby 
Boom in the 60'3. 

10 REM Voyager hack by Hawkeye 
20 FOR F= 45907 8 TO 459138 STEP 2 
30 READ A$:A=VAL("fitH' r +AS) 
40 POKEW F,A: NEXT F 
50 CALL 459108 
60 DATA 

4lFA y 10 F 397C,4EF9,130,2948,132 r CEC,C,33FC, 
4E71.2.1E4 
70 DATA 

4EFB,800,2C78,4 1 207C J FE 1 88a>,43F9 r 7,0,3O3C, 
143,1208 

80 DATA 51C8.FFFC,4EF9,7,1A 



the first of ZERO' s monthly 
and hacks. Blimey! 

HIGH STEEL (ST) 

The first ST hack in the magazine 1 
Andy T\A. (well at least he's got a fairly 
normal name), you can feel honoured, 
because this one's yours. Type this into 
Fast Basic and run it. 

REM High Steel hack by Andy T.A. 
RESERVE MC512 
F=MC: READ A 
WHILE A<FFFF 

{F>8t»A:F-F+2 
READ A 
WEND 
DATA 

60 1 A,0,66,0,0,0 1 0,0,0,0,0,0,0,0,4B7A,52, 
3F3C,9,4E41,3F3C,7,4E41 
DATA 

3F3C,1,42A7,3F3C,1 1 42A7,4267,487A,46 r 3F3C, 
8,4E4E,4lF9,0 r 66,317C 
DATA 

4E75,52,2FO8,6100,l0,41F9 r 4,0,33FC,4A79, 
4.8898,2F08,3F3C,26,4E4E 
DATA 

5C8F,4E75.496E 1 7365,7274,2O44,6973.6B0O. 
2863,2941, 5441,0, 2A,0,0 
DATA 0,0,0,10000 

Well that's all the space I've got 
this month. I'll be back next 
month with some more 
goodies to tap in, but in the meantime, 
if you've got any POKEs (ST, Amiga or 
PC) that you want to see printed on this 
page, send them to me {listings are fine 
but disks are better f, Jon Norm, 
Improve Your Hex Lire. ZERO. 14 
Bath bone Place, London W1P IDE. 
Till next month... 



IDIOT'S GUIDE 

The most comprehensive 
guide to hacking m Basic? 
I doubt it, but here's haw 
to use the POKEs printed 
up above* 

AMIGA; I ond the Amiga Extras disk 
you got with the machine until the 
Workbench screen appears Selecl 
Amiga Basic, and once loaded, type 
the listing exactly as it appears here. 
Save it if you're going to want to use 
it again. Then put the original game 
disk in the drive, RUN the routine 
and it will load the game and run it 
wilh the POKEs firmly in place. 
ATAR1 ST: Follow the instructions 
printed above for Amiga users bul 
load Fast Basic instead 41 doubt if 
Amiga Basic will work with your 
machine, somehow.) 




COME 2 Williams Clowes Street 

TO THE Burslem 
PROFESSIONALS!!!! Stoke on Trent 

^_ ST6 3AP 

NOW TAKEN C Tel: 0782 575043 



AMIGA 
REDUCTIONS 



Manhunter in New York .,29.95 

Garfield .........24.95 

Phantasm 24.95 

Hyperdrome 19.95 

Artura. 19.95 

MrHeli ■ - 13.95 

F-16 Combat Pilot 24.95 15.95 

King o1 Chicago 29.95 



12.95 
7 + 95 
5.95 
5.95 
5.95 



8.95 



WILLOW 

RRP £29.95 
Our Price £8.95 



Targhan 

Running Man .24.95 

Passing Shot 

Peter Beardsleys Football 24.95 

Pacland 24.95 

Gold Rush.,.. ..,29.95 

Leisure Suit Larry 1 — ..24.95 

Police Quest 1 24.95 

Nigel MansellsG Prix 24.95 

After Burner 24.95 

Roger Rabbit ....,.-,29.95 

Krystal 29.95 

Pioneer Plague ..24.95 

Paper Boy - 

Vindicators - 24.95 

XybOts 24.95 

Fire Power 24.95 

Tracers * ...24.95 

Ebon Star 24.95 

Galactic Invasion 24.95 

Action Service 24.95 

Thexder 24.95 

Marias Xmas Box ,..,24.95 

Space Quest 1 24,95 

Space Quest 2 24.95 

Real Ghostbusters 24.95 

Robbeary .,,.+...■<-..- 24,95 

Hound of Shadow - 

Marble Madness 24.95 

Outrun 19.95 

Bards Tale.. 24.95 

tncred. Shrinking Sphere 24.95 

Beast 

Academy 24.95 

A.P.B - 

Armageddon Man 24.95 

GFL Football 29.95 

World Tour Golf. 24.95 

Mini Golf 19.95 



AMIGA 
SPECIAL OFFERS 



15.95 
9.95 

16.95 
7.95 
7.95 

12.95 

12.95 

12.95 
5.95 
9.95 
7.95 

12.95 
4.99 

16.95 
9.95 

15.95 
6.95 
3.99 
3.99 
3.99 
3.99 
3.99 
5.95 

12.95 

12.95 
9 95 
5.95 

16.95 
7.50 
7.50 
7,50 
5,95 

24.95 
6.95 
15.95 
3,99 
4.99 
7.50 
6.99 



Wicked.... 24.95 

RType 24.95 

Time Scanner , 24.95 

IK+ 24.95 

Xbots 24.95 

Rainbow Island ,.,...,».■• 

Running Man 24.95 

Lombard Rally 24.95 

Deluxe Paint3 79.95 

Rally Cross Challenge - 

Hostages ........24,95 

Leather Goddess 29.95 



9.95 
9.95 
9.95 
9.95 
14.95 
15.95 
9.95 
14.95 
54.95 
15.95 
7.95 
6,99 



HIT DISCS Vol. 1 

Gold Runner, Slaygon, 
Jupiter Probe, Karate Kid 
II 

RRP £24.95 

Our Price £9.95 



Nord & Bert 29.95 

Sherlock 29.95 

Bureaucracy 29,95 

Plundered Hearts,... 29.95 

Hint Books for the above 
, only £2.99 each 

Rick Dangerous .„.....- 

DejaVu 29,95 

Wanted 19.95 

Billiard Sim 24.95 

Division 1 ....,19.95 

Stargoose 19.95 

Fun School 2 6-8 24.95 

Fun School 2 8-12 24.95 

Fun School 2 over 12 s ...24.95 
Dungeon Master (1 meg) 24,95 

Elite *• 24,95 

Helm re Attack ....24.95 

Falcon Mission Discs each19.95 

Blood wytch . 24,95 

Populous Scenery Disks - 

Kult 24.95 

Fiendish Freddy - 

New Zealand Story 24.95 

Red Heat 24.95 

Robo Cop ....24.95 



AMIGA 
SPECIAL OFFERS 

Vigilante - 

Postman Pat 

Populus 24,95 

Jug ■- 

Forgotten Worlds 19,95 

3D Pool..... .,24.95 

Gold Runner II - 

Pirates 24.95 

Honda RVF ,24.95 

Karate Kid ll 



6,99 
6.99 
6.99 
6.99 



15.95 
8.99 
4.99 
4.99 
5.99 
4.99 
12.99 
12.99 
12.99 
15.95 
15.95 
3,99 
13.95 
15.99 
7.95 
15,99 
19.95 
16.99 
16.99 
1 6.99 



f 



Warlocks Quest.,., 

Tanglewood .. ...... ...■.i.i.i.riMr 1*4 

Soldier of Light,... 

Bards Tale 2 24.95 

Silkworm ...19.95 

Millenium 2.2 24.95 

Waterloo - 

Leathernecks - 

Photon Paint {no box!) 

just disc + instructions .79.95 

Faery Tale Adventure 44,95 



9.95 
7.95 
17.95 
7.95 
14.95 
15,95 
6.95 
15.99 
15.99 
6,95 
5.95 
7,95 
7.95 
16.95 
12.99 
15,99 
17.95 
6.99 

19,95 
8.95 



For 1 month only: 

Garfield I 

and 
Garfield II 

RRP £39.90 

Our Price £16.99 



ALIEN 
SYNDROME 
on offer at 
£7.95 



Proprietors FA and RA B&och 



We offer a fas! reliable service 
Cheque's P.O's to: 

CASTLE SOFTWARE 

Any games not listed phone our 
Hotline now on 
0782 575043 

Please staia Amiga when ordering. AH order* 
under £0.00 require 7Sp toward* PftP 
Over Ee 00 P4P Free 



TIME 
SCANNER 

g.99 




RUNNING 



mail ■ I^DK mail 

IDEI 

6 BOND STREET, IPSWICH, SUFFOLK IP4 1JB 



24hr MAIL ORDER PURCHASE LINE (0473) 2571 SB/ (0473} 210605 




3D Pw - - 

Atnq* _ 

Add.das Go<d«n Sum 

Al9'W) B*a«i 
Aitarorh 

AJ.P 

Action FtgMHr 

Action l or 2 .conpiianon | 
Batman <tft# mov^i 

Some** 

6ar*« KnighH 

Ba^aic* ol P&tv \ 990 

BattMmn 2 

Wttmtm* 

Stat _ 

ftpmanli.,.. 

BiDofiwyf 

BtOCdffXWy 

S*«nvall»j. 

Cfi« HQ^.. 

C'-boe Slnn*t BbC* 

Cut* Wimor 

Zt. 1 ■■ £ 3aT.S5 

Cm ■ .... 

MnMA EufflP* ..,-^.r,-. 

Corlimrml CrfdJll 

Ch^natf at Wrmth 

DeL«f Mu*C 

D«<we* Pluni 3 

CWui* Vkjso 3 

etna's 

Dragon Ninp 
CXjnoaOn M*swr 
Sgngaon Masier Edito* 

Demons Ton* 

D'agon Spinl 

Dart. Fu$*n 

:•]".*>-■ 

DyrwwtB Oun 

DouWb Dragon ? - 

Ente 

6pOCn 

£y* oi Hercules 

Flash CVanon 

F20RaCa*H0f 

i9 5iMlih Fighter . . 

f 16 ComtMt Pilot ...,.,„„.-. 

aton 

Futon fcfcwon Di»ca 
Fan-in Formula Oa 
*orgort*fl WoriflB 

G r a n d Pm CrfOUl _~. 

Ganmr* Wing 

Ot*«» ltDmpilalidni 

Gawogons Domain 
Grsrc Monotei Slam 
Qnm Stood 

OlDE.DDuS-1erB 2 

Gunshirj 

Garni? S-iTimB^ fc<MiOr. 

G*»*npwc* •— 

Higpiway Palrai 

Hard Dnving 
HATE 

HMtf* 

HouM c-1 shadow 

Hot&nat 

k^an« Jones lineal Films) 
metou Jones i Us Gq>0 
kmhH,,.,, 

Irdarton 

Inon T»aeter 

traaaaaaon .. ... 

Jactt Boot 

Kjjtt . 

to* oi- - 

PQrjaN 

Knl The T>W 
beats* to M 
L#S%<re Suit Larry 2 
LflhriprcB -;C(^npil«1iOn;. 

Lomfcarf fl.A C Ra*y 
Lwds Di Ihe R^iriij Sun 
Lasl Nmja 2 

LdsI Pair** 



'3 99 
-399 
16.99 
13.43 
i5.» 
1399 
13W 
■6 59 
13 89 
1990 
IS 90 

ie.» 

.1799 



19 3? 

18 SB 
1*99 

i3.se 

13 SS 
1399 
18 99 
■3 99 
'3 99 
'699 
-.1 99 
■6 99 
1 6 9^ 



13 % 
1EH 
7 99 

1399 

1399 

1399. 
1399 
.13.99. 
13 99 

15 99 
15.99 

i egg 

13 99 
'2 99 

iS98 

16 99 
1399 
1T99. 
13.99 

1399 
21 99 
1299 
1399 
13 99 
1399 

I 5 £fr 

1399 
1599 
. 1S99 
1399 

II 99 

17 99 
t?.99 
13 99 
•T 99 
■2 99 
^3 99 
i?99 
1299 
16.99 
1699 
1599 
1299 
1999 

13 99 
.1999 
16 99 
16 99 

1699 
1399 



AMIGA 

. 1599 
19 99 

1899 
1699 
1699 

. 1399 
1899 
13 69 
1699 
19 99 
18 99 

15 SB 
18 BB 
18S9 

.17.99 
£4 99 
t&fc 
^6.98 
■ e 99 
<6 99 
1899 
1399 
1699 

...1399 

16 99 
1899 
13 99 
1699 
1699 
49 99 
59 99 
59 99 
1399 

16 99 
1899 

7.99 

1399 
13 99 
13 99 
13.99 
'999 

18 99 
' 2 99 
'5 99 
1599 
1699 
1399 
.16.99 

. 15,99 
IS 99 

19 99 
. .1399 

17 99 
13 99 
19 99 

. 13.99 
2i 99 
1?99 
1 3 99 
1399 

18 99 

15 99 
13 99 
15.99 
'5 99 
•3 99 
'3 99 
1799 
1799 
1399 
17.99 
1399 
1699 

.1299 
. ...12.99 

16 99 
1699 

. . .1599 
. .1299 

19 99 
1 7.99 
13 99 
19 BB 
16 99 
1699 
■999 
16 99 
' t 



TITLE 



HARDWARE 

ALL QUH HARDWARE INCLUDES VftT AND FREE DELIVERY. 
UK HA IN LA HO ONLY 



AMIGA 500 

W6 1 3 Kickstart 1.3 Tutorial. Extra's, 
Mouse and Manual* 
£»*.■§ 



AMIGA. 50® 

WB 1.3 Kickstart 1.3 Tuionai, Ezra's. Mouse and 
Manuals - 19 Game Pack and Photon Paint 



AM 10 A 500 r 10fl#» 

Colour monitor Pack ho 10 Frae Games- Photon Pa n 



C1W>0 

Moroenrom* morito* 



Colour Momlor 



1WI 



C 249, 95 



51 2K 

+ Clock Card CM.CS 



EXTERNAL DftlVE 

Currtanai megabyle D.S tN.N 



ATARI 530STFM 

Mouse, Manual$, Bas c ana Language Disc 
£26*35 



ATARI 520STFM POWERMCK 

?D Gamr&fi and BuSfness Organiser. 1st basic and 
Muse Maker and joysliuk C 349.93 



ATARI 1 040STFM 

With Modulator, Mouse and Manuals 

oir>i 



ATARI 520STFM BUSINESS PACK 

With Modulatof. Mouse and Manuals Daiabasa 
Spreadsheet. WordprocesSOr and ST SasiC 
E449, w5 



ATARI SC1 224 

Colour Monitof 



ATARI SM124 

Monochromtj Mornto* 



EXTERNAL DRIVE 

Cumana I megahyle D.S 



10 3 ir?" Blank Di&cs 

Joyslick Exlendon 

4 Player Adaptor* 

Mouse Mats 

Amiga Mouse ► Holder Ma1 
ST Mouse * Moide- Mai 

Disc Storage 40 

D«c Ssorafle 80 

Dusl Covers 

Cheeiah 125 Joystick 
QS Turtw Joystick .... 
Navigator Joystick 
Pro 5000 Joysi'ck. 
Pro 5000 O&a/ 



Efl.95 

ES 95 
C595 
£29.95 
£29.95 
£1.95 
E795 
£5,95 
£6.95 
£9.95 

tiiJi 

£11.95 
£12.95 
El 3.95 



CHEQUES A POSTAL OHDEflS MADE PAYABLE 
TO SOFTSELLEPS. POST & PACING FREE IN U.K. 



OVERSEAS tl V> x< - 
wUhDui nonce Not 



Livvrpaai 

M'CrrjproH Soczv 

Hflh ..... 

MurrMf m V#^C* 
Mjurm M*ru*d*r| 
Ni^lf W(rr.sr 
h«w 2l|>tn« StOhf 
Noin aati S^uih 

Nfc*ro*n»nc«r ... . 

N*virnifld 

Operate" "^undfirnoii 

OuftV 1 Europa 

OfianW.. 

Paperboy 

^rflflator 

?iaye r Manao* r 

P47 

Ppwwdrift 

Pq-cbi duM 2. 

Poo;» a' Rad.inc* 

Popuinua 

PopuiDu* Otll Di*c* — ..... 

Pow«r*oma 

Precroul Mtt»' (wmpilabon, 

P'tm^r Co il *ct^ n i.CcnpiiflDC i 
Parior-* N^r-irrarft 
Punng Sr>oi 

PicUonuy 

Panic Station .... ^. 

Ckiarlar Bach 

Qu«l lor Tim* Bird 
Rtd Han 
R«n*g«d» 

Rich Danrjaroy* 

flobocflfi 
RocHct FtanQW 
Run The Gauntlet 

R.V.F HDnda 

RSfl . . 
Ramrjcm isiand5 
Risk 

Rod SlDrm Risrno 

Rally Cfttft 

Roadway 
S.E U C.K 

&pw3b*ai Auu»m 

Sr^acH Savag* 

Sbry» 

St«iet 

SilK*Drm 
BKVvecrh 
Space QubsI 3 
Soeedball 

S\9<r* D*w*5 €flOOh*r 

Fi TOS 

Siory So far 1 icompAaftionii 
Siory So far 3 icomprlalian) 
Siunt Car 
Srknot> 

Slreet Filing Man 

Scroll 

Sword Cfi Twilrphl 
Star Wars CDmpna&on 

fi"..'l.*.p.,..«. C.iU- 

SuMf Soambte Simulator 

5>i4>e< WondfiftiOy 

SAWe^d ^ 

Sleeping Gads L« 

Triad 2 lUrroialioni 

Tact Dnv# 2 :j 

TV SpOdS FMMDAII 

Triwvit Pur*uH (family adinorn 

Ultimit* GoM 

UniDuctiablai 

UMS2 

Ultima V 

Viq ia r .le 

Vanminaror 

War in Mddl« Etrm 

WtHrrtOO 

W E C La Mama. 

Xenophobe 

Xyt»49 

Xenon i! 



is n 

iSH 
1594 
ij« 
■S99 
t«99 
13 99 
13» 
15 99 

18 8* 
13» 
1Q 99 
15 && 

12 M 

13 3-3 

12 W 
1S«4 

13 &fi 
19W 
17» 
i?H 

«99 
'799 

c33 
19» 
•9 65 
13 H 
IftM 
13H 
^5 99 
13 99 
•5 99 
■ 1 99 
95 

15 99 
I3B9 

16 99 
13 99 
1* 99 

15 99 
i5» 
i3» 
1599 
1?99 
1399 
1999 
1399 
1393 

ia» 

17» 
i3» 
13 W 
199B 

16 99 
'299 

12 98 

12 9* 
15 M 
1399 
1399 
1298 

1699 
1399 
1398 
1388 
1B99 
1599 
1699 

1B98 
1688 
1399 
1399 
1599 
1599 
1D89 
1588 
1398 
1598 

13 W 

15 W 
13» 

16 99 



AMIQA 

1598 
1588 
i5» 
1288 
1598 
1699 
1399 
1699 
1599 
'799 
>«99 
ifc99 
1099 
1599 
12 99 

16 99 

12 99 

15 55 
1684 
199ft 
i? 6ft 

17 Pft 
9 99 

•799 
1699 
'9 '39 
1988 

16 98 
lflftft 
i3«ft 
1? 9 5- 
13BB 
1999 
16M 

16 99 
1599 
1699 
19 99 
16 99 
15 59 
lSftft 
1589 
1389 

1309 
1309 
1909 

13 99 
13 99 
93 89 
1799 
1388 
1388 
'998 
1699 
1? 99 

12 99 
1288 
1588 
1399 
1399 
1288 
1799 
►6 99 

13 99 
13 98 
|| <iH 
1999 
tS99 
•E99 
■ 6 99 
1089 
'688 
1399 
•699 
'599 
■5 99 
'0 99 

1388 
1908 
1AO8 
1500 
1300 

i* 



TOTAL COST Ci 



PRICE 



Mam«: 
Addr«»* 



Tel No; 




LRBERDS 4 



Cheques 4 Postal Orders payable lo SOFTSELLERS. Post & Packing Free in U K 
Overseas £ 1 .50 per ilem. Subject lo avatlabilily and price change *)thoul ncHice Nol all titles released at 



WICKED 





CALL US ON 

ore & 41099 

0922 24821 
0902 25304 
ACCESS 
VISA 

CALL US O 
0785 41399 
0922 24821 
0902 25304 
ACCESS 
VISA 



3 i *0CL 
*£TO*(fK>fTFl 
AMMS GOLDEN SHOE 
AM 
A9CHMLAG05 
ASTAJWTH ANGEL Of DH1H 



IjlHUN TK MOVE 
UTTLi C«S$ 
K*CH«3UiT 
ILOODWYtH 

C*UWHACMAliaG£lL*l 
Cf iFMTi t ftfl r rn * 1 
CWCA009O 

DMrOWBLl4»StJUCWG 
DCLUKSPAHTI 

MH1MHT «)U$t » fl-UK 
13. H 

WINiWHT 



ST AD 

U99 1399 
1f99 If, 99 
1399 l?» 
1399 1399 
1B.99 IB 99 
10.99 fc'A 
111.99 19 99 
U.» IUA 
H* 19.99 
'3 99 '4 99 
'4 99 '4 99 
'■7 99 '4 99 
•«99 -4 99 
- 99 '4 ^9 
9 99 M'A 
H'A 

■4 99 
'3.99 
'499 
'4.99 
199 
M99 



'339 
£99 
U*l 

13-99 
N'A 



■3 99 -I 99 

13*9 13.99 

NW 131* 

1399 13.99 

■egg it 99 
* 99 6 99 



OYhAMfUOUX 16 99 13 99 

lljn 16 99 14&B 

•MPfHOHCf lHtM*(E5 16 99 16 99 

"tCCIMBAI (HOT 16 99 16 99 

F16*AU0N IMf 

FA£BYT*U N'A HM 

FALCON MffiSlONfflK 13 99 DM 

FANTAWSlON J'* »H 

fastwfj* i*99 wfl 

FttK:*iTC*(lFFWl-»lA3£MS 19 99 I a 99 

tfetfi6«F5*rc>-SFJCTClf OffUh 1999 1999 

NK9MrailM»A*K3A| WA !».» 

P0OTl*iLD«CT<»3 I3W '399 

MXiTMaMJUWOWl 13 99 M» 

f OOT&W. *«N«itP J LkP *rr FJ 99 9.94 

fUTLfflfWAHS I? 99 1*44 

GAUNTIFTJ 13 99 MM 

mmmm 1399 mm 

ofw«Fwxc«urr n.a mm 

UNSHIP (99 1(99 

MMMtwria 19.99 Am 

KXiYWOOaPCmfftfW 13 9* 'UK 

HOKDAdVFTW K99 18 9* 

MHAMA JONES L>5TCHW5*D£ '3 99 (399 

INFESTATION '**• S4.99 

WAN TRJkUE.fi 13*9 '3 99 

IVANHOL 1349 ^6 99 

KEESTHETWF WA 16 99 

(ENMDVAPmOACH 19 99 1S99 

FJEhWV DMBUSH 13 99 13 99 



We welcome customers at 
SOFTWARE CITY 
1 GOOD ALL STREET 
WALSALL 

T*l. 0922 

MCKWF 13 99 1349 

nMGHTFOSCf 16.94 1649 

(WT 16.94 16.B4 

L AW.A5TFF HA 13.B8 

LA5TNINJA J IB44 16.99 

L«EH SOU AD 13.99 13.94 

■.EA^flFJDAFigcOLLK'lON 1349 ifiM 

■ -■•.-■<■ - Aft- 13 94 13.94 

-.EISLflFS'U Mtfl* LOOK FOHLCVt "3 99 N.A 

UCSiCI TOUL 1 3 99 1 3 99 

UFf ANDHATH HA 19.94 

U3MBAHDB A C FULLY <6 94 IB.flfl 

L 0RD5 O* THE fttSjNG SUN N'A 1B.B4 

KA TFfK MAHAU&WS 13.94 13.94 

WJCflOF^CSi-SLiLCtH 1B.94 IB 94 

WUFhlLW ? j' 1B.94 16.94 

MR HELI IB 94 IfiM 

NAVTMQYF5 13.94 16 94 

*<FiJi1DMAM:F!1 NA 1649 

NfVERMtSD 1349 13.94 

« A. r rAlASD &'•::«!• 13.94 16 94 

IjWtHANOSOijTH lfl.94 IB 94 

O^FtATIONWiXF 13.99 1B.B4 

PASSWGSW lfl.94 16.94 

p DAHJONESUPtO^CCEft ifl.94 1344 

POPULOUS 10 99 lfl.64 

WMZrJSHtW WCALilS fl.99 fl.94 

P(JWFfl DROME lfl.94 1B.B4 

WDATOR HA it B9 

OuAmCTftACK 13 99 13 BB 

13.99 13B9 

O0fSH0fl OF SPORT 13.99 13 BJ 

fl-Tiffl 13.94 1BB9 

RAIWOWI5LAH0 IB 94 16.B4 

RED LIGHTING 19.94 19 94 

RKXDAWEH0U5 'fl94 1B44 

RISK 13.94 13.94 

ROBGCDP '3» 16 99 

ROCKET RANOEfl ! fl*9 1699 

16 99 1«99 

HHAXiwDf Tt«B£AST Ni* ZA99 

RHIV3EI 13.99 13 99 

5HOOT tMLn'C0NST*jCTiO»»ArT na in nn 



SOFTWARE CITY 
59 FOREGATE STREET 
STAFFORD 
TeJ. 0765 4tl 



Mahr cH*QU**>E>? p*yjtjl« to &ofTw«r« C . 
per .|*nt A4dr*u 1e SOFTWARE CITV 3 UCHF1E 
Woi.VERH*MPf&p3 WVi lDZ Produca Ihli •drt'rt In rpc«l*» Ch« ibavt Q<«.C.Our,l* »"»« a« BRP o<> any «>ft*w not lb>t»d 



All or***% unt Hrftt ClftU Within 7* houn o1 ntwpl. subKKI to 
pern mnd efCkaqine on »li or^ri uraJn £5 00. ftvt'HIl or{»»f« add C1 



SrtUFREPACKCAFE 


13.99 


13.94 


EUKWOFW 


13.94 


13.94 


5UPHEEP 


1 9 99 


19 9? 


SOCCfFI 


IB99 


1699 


MIAHtUUEH. 


IB 99 


1699 


Ii : AHWAflSTW.OGY 


1B99 


1699 


STPffJl 


I399 


1399 


STUNT CAft 


IB99 


1699 


suniwOiiDE*iao> 


IBS4 


1699 


Swdhd DF so Dan 


h-v 


1899 


5WPHDS OF TWI-IGhT 


*fcA 


16 99 


TV5P0Ffr^EGOT«ALL 


Ifl99 


19/99 


TESTOfWE 2 




' 6 "99 


fHUVOtRfiiRDS 


'f.H 


1999 


riMLSOFLOm 


1991 


tut 


fFLAjCK&JlT MANAGE Ft 


1399 


■3 99 


U.M |L 


1699 


ItLtf 




1399 


"3 39 




1399 


13L» 


WAR IN MOOlJf. E*RT(i 


1399 


1399 


WAYNE WETMVriOCAEl' 


Ft'A 


19 99 


tiAimxio 


N'A 


19 99 


WErtDMlAMS 


1«99 


1*99 


H £ NO J^?ME G A BLAST 


19 99 


1*99 
IS 93 




.6 99 


tOnWAFtf CI" Ml 

1943 


OAL9 

699 


N.A 


aCaHM'- 


lit 


N.'A 


ACflQflSWItE 


A94 


i*9 


A' | frfl- RSrR 


3 99 


m* 


AHCrC*jCCHlEimg* 


Ni'A 


699 


ARCTIC 'OX 


fl» 


699 


AHTP*RTS30R7 


tuA 


699 


EtAROSTAtE 


B94 


499 


90NK: COMMANDS 


fl*9 


6 » 


CAPTANFJLOOP 


Ai'A 


*9B 


CUSTODIAN 




499 


OANfltR^KAF: 


N'A 


999 


OESOLATM 


* 99 


NlA 


fL FMNATOfl 


6 99 


6 99 


c C1UNjA1 ION WASTE 


699 


6 99 


{jOLMUSNtH 


399 


N.A 


COLDHUWIER 2 


B99 


NiA 


HOSTAGES 


N'A 


? 99 


ty. P4«H add M>p 







SOFTWARE CfTY 
3 LICHFIELD PASSAGE 
WOLVERHAMPTON 
Tel. 0902 25304 

MIRiLE MADNESS 6 99 *» 

HKKFVMQU5E 999 N'A 

NEBULUS % * * 99 

OVTtMN 9.99 4 99 

^tOFJIA K'A 999 

HAW; 3 9 99 N A 

HEALM Of T« fHOlLS B it 199 

m;y?p RAHgn h'A 1 99 

HOUWGTHUhKIER UlA BI9 

SKJf ARMS i 99 

SK>iCHASE N n a 99 

5K*rCl.Ki 6 9* 6 99 

soLaicfl o* lcmt wa 199 

5K108A1L 991 
S FAR MY *A 
SUKITSftGHTtH 6 99 6 99 

HflEiStDOttS H'A 9 91 

WOfl.DL\ASS l £AMR»4«E «99 6 91 
rtCPf.D f OUR GDI ' 999 6 99 

tYhAPS A 99 

MHWIA7IQN6 
TH 5T0R> 50 FAfl VOL I 

Lp' ■'pd'Miri SrLfJQ k BOii SIyOjM f tw IBV ^WtCi A 
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Same day despatch GUARANTEED |no more waiting^ 
Knowledgable staff Ort hand ring any time foe advice. 
Three years experience eollec ting/distributing PD disks 
Huge range of programs set>1 on Branded, UnbranrJed media, 
your own disks, the CHOICE is if ours. 
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THE PRICE 1$ RIGHT 



Come cm down 'cos The Price Is Right J Sean 
Kelly takes a look at some of the ten quid hits 
on the 16-bits in the first of our regular 
budget sections. 




Electronic Artj/£^*99 

Typical! Just as we were all getting to grips with Populous and all its; raising 
mountains, building castles, summoning floods and generally playing God 
stuff, Electronic Arts returns with Populous Promised Lands, or God Sim Part 
ft to bring us even more lands to fight over. 

Populous Promised Lands is a data disk which contains five new lands populated 
by strange, tough opponents. There's Revolution Franchise, (Ooo fa lal Edl a land 
obviously under the influence of Bretons and the Arc de Triomphe, 
Silly Land, which seems to be 
overrun with blobby green 
space men. Wild West Land, 
which has cowboys and 
Indians fighting it out on an 
American style plain. 
Computer Land where your 
population begin by living in 
ZXSI's on a computer paper 
terrain, before progressing up 
lo Cray Supercomputers. And 
finally Slock Land, which bears 
a marked resemblance to the 
famous Lego Land. 

Obviously a lot of time and 
imagination has been spent aren't any hones in Wild W«t Land, 
designing and implementing rhe graphics for each land. They are really good to look 
It and for the most part stunning in originality and implementation. 

Once loaded though, you can get straight down to some serious conquering if 
you want. All the passwords which took you to the higher levels of Populous can 
also be applied in Promised Lands. So if you're a more experienced player, there's 
no having to work your way through each separate level before you can get onto the 
higher ones. You can get straight down to battle in the higher levels if you want I 
thought I d better plav safe though (hem), so kicked off with Genesis, which took to 
me to the land of the Eiffel Tower, where my be bereted and stripey shirted peasants 

took on the smartly dressed 
soldiers of the apposition, in 
an all out battle of garlic and 
french sticks, 

The opposing deities in 
Promised Lands are a bit 
more difficult to beat than in 
the original Populous. 
Whereas in the original it's 
possible to create floods, 
swamps, volcanos and 
knights in the early stages, in 
Promised Lands your 
options are limited 
immediately. In Silly Land 
for example, my opposing 
deity spent all his lher?> time 
sticking volcanoes under any 
flat land which I created. So 
even in the early stages 1 
was forced to use different 
and more complex strategies 
to wear down the 
opposition. My 'silly people' 
kept disapearing into thin air too, leaving just one castle and a walker every ten 
minutes or so. But whether or not these and other little glitches can be explained 
away as 'unusual features' I don't know. 

Promised Lands may not enhance the actual game play of Populous to any great 

degree, but it does provide new and •Available on ST Amiga 

refreshing graphics for the Popuious y 
addict. At a mere ten pounds you can't 
go wrong 






POSTMAN PAT 

Alternative 5oftware/£9,99 

Xenon W?Who needs it? Not me 
matey, not when I've got the 
chance to guide the trendiest 
postie ever as he delivers his parcels to 
the inhabitants of Greendale Village m 
Postman Pat, the latest 
budget game to hit the 
streets from Alternative 
Software. 

Probably aimed to 
appeal to a younger age 
group, the game begins as 
Pat starts his rounds in the 
post van yard. First stop is 
always the Post Office, 
where he collects his 
deliveries from Mrs, 
Goggins(l), Messages 
scroll across the top of the 
screen telling Pat where 
the parcels are to go and 
you must then guide Pat's wobbling van 
round the town to his destination. 

The van is actually quite difficult to 
steer. But once you get the hang of it, 
you next have to keep you eyes peeled 
for the numerous oil slicks on the road 
which ruin your steering - as well as 
Mrs Hubbard the mad cyclist *vho gets 
in your way as she cycles round town 
faster than Eddie Kidd. Unfortunately, 
driving the van over her doesn't kill her, 
she just pedals on regardless, 

As you pass the house you are 
delivering to it will flash and you can 
deliver the parcel by hitting Fire as you 
bullet past the house at top speed - 
before careering into a wall. That's 
what I did most of the time anyway. 

Occasionally, you get a message 
telling you that Farmer Giles' sheep 



Postman Pol 



have escaped, ai 



(who's 




delivering parcel^ to oil QHtt 

done a bit of moonlight shepherding on 
the side} then chunders along in his van 
to help round them up. There's a 
couple of bonus games to be played - 
Snap, Snakes And Ladders and Ludo - 
but a few more 'missions' might have 
added to the diversity of the game. 

Postman Pat is obviously aimed at 
the younger games player, but it could 
still provide a good laugh with a few 
friends and several lagers. 

•Available an ST, Amiga 
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THE CHEAPEST 

AMIGA MEMORY UPGRADES AVAILABLE 

Memory Expansion Systems Limited aim to supply the cheapest 
memory upgrades available for the Amiga range of computers. 
Our half megabyte card for the A500 has dropped in price to 




ry cards for 



competition at £369.00; two megabyte 9 



n -4 Qnn 




1 m w W V I 

Friday. You ca 

A 1 00 04 




"week-ends. Trade enquirie 




L A R 6 

£369.00: 
£399.0C 
products 
calls froi 



BTO A R D 

RADES A 



Vi 



mum to two meg 

AILABLif CALL FOR DETAILS 

HnOn arid A 1000 arp or iced at 

P RjjftS. IN0L U D E V . A . T . *«« 

POSTAGE & PACKAGING 1 : 1 e '<> take 

9.30 am to 5 00 pm Monday to Friday. You can place 
orders at any time by calling our 24- hour,sewen-days-a-week 
answering service. All orders are normally despatched same day, 

Send cheques to:Dept AA 
Memory Expansion Systems Ltd. 

Britannia Buildings, 46 Fenwick Street, 
Liverpool. L2 7NB 

(051 ) 236 0480 





(051 ) 236 0480 • 24 Hour Sales 
(051)227 2482*24 Hour Fax 



ZERO SUBSCRIPTIONS 



CHOOSE 

ANY ONE 

OF THESE 

FOUR 

FABULOUS 

FREE 

GIFTS 



FREE 



/ 






T-BAG 



An exclusive T-boo ni used by 
Pawl Ine In East£ndcr* cpmplolo 
with perforation** Worth £1 .50 



T-CAKE 

ThU exceedingly good 
cako dates both to 
tho 1 7th 



the c u fronts were 
unfortunately 
Hamoged when 

Fori I* *™ f * * f 





Show, it'i stm 

worth ot least 



T-PEE 



Thi* wm 

worn by tho mo "9 niHcBnt 
Demit Row«*«* In Mi 
1 949 tour of Worthing 
\\ Pier. Worth quite a lot 
el anybody's money. 



GIFT! 

If you take out o year's 
subscription to ZERO. 

How can you resist? We'll give you one of 
these amazing free gifts if you take out a 
year's subscription to ZERO. And for 12 
copies of the best mag around and your free gift 
(we'd go for the T-shirt ourselves) you need only 
pay a paltry £18. Just the 12 issues alone would 
cost you that on the bookstands, but this way 
you get every issue delivered to your door along 
with our spiffo free gift! With all its in-depth 
reviews, scintillating previews, competitions, 
hints and tips and fascinating features, ZERO'S 
got to be the best buy you'll make all yearf 

Interested? Then fill in the coupon ■ in block 
capitals please ■ and send it to ZERO SUBS, 
FREEPOST*. DPU 001, ZERO, 120-126 Lavender 
Avenue, Mitcham, Surrey CR4 3HP And just sit 
back and wait For that rustle, rustle, fiap r plonk 
when the next fssue of ZERO lands on your 
door mat! 

T-SHIRT 

Prevents ember rosing itching 'tot it s 
mode of pure telton. What's more It's 
got n trei ben ZERO logo on tho front 



Wfertb £5.95 ll t ■ most! 



SUBSCRIPTIONS 

Name 



Pott Cod* 



Signature 



Tt'f No 



Please tick appropriate boxes. 

□ UK only • one year £18 

d Europe and Eire ■ one year £23 

□ The rest Of the Cosmos - one year £29 

□ I enclose the moolah in the form of a chequer 



postal order for £ 



made payable to 



Dennis Oneshols H d . 

fl Please charge my Master Card EH Visa □ 



American Exp res? 

Card Number 

Expiry Date 



Send the completed form to: ZERO SUBS. 
FflEEPOST*, OPL/001. ZERO. 120 126 Lavender 
Avenue, Mitcham, Surrey CR*3H P. Use a 
photocopy if you don't want in mutilate your issue 
of ZERO. 

* Frecpcst only available To then* potting ttwrrrts from 
within UK. Sorry I Payment* from oul^de UK ahouhd del«r» 
FREEPOST from address. 

I REF □□□□□□□□ ZERO /002 
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ADVENTURESS 



That old hippie with 
the beard, Mike 
Gerrmrd, who 

happens to 
know rather 
a lot about 
adventures 
actually, 
brings you 
the best 
adventure 
column written by 
someone with a 
beard!??! 





6 





Welcome to the only adventure 
section worth reading of any 
mag on the market! We're 
talking the business as it'll contain the 
kind of coverage that every adventure 
fan yearns for. How can I be so sure? 
Because I'm absolutely incredible - 
that's why. (Tetf the truth. Ed) Okay, 
okay I know it r s going to be good 
because I'm here to give you the 
information you want. For this one 
you'll have to make do with me telling 
you what 1 like and what I think you 
want, but if you disagree with the 
contents, the balance or anything at all, 
please do write in and tell me - I really 
will listen, as anyone who's ever read 
any of my columns dealing with 8-bit 
adventures will already know. 

So let's get on with the business of 
adventuring,,. 

Adventurer Extraordinaire 

If you are new to adventures or aren't 
au fait with my adventure columns - hi 
'm Mike! I've been playing adventures 
since most of you were probably knee- 
high to a springbok. That's what it 
seems like, anyway. \ VU second 
that. Ed,) To be more truthful, 
my first machine was a 
Dragon, which those of 
you who also have 
beards will remember. 
It arrived on the scene 
not long after real 
dragons were 
banished from the 
earth, and com- 
pared to the ST or 
Amiga... well, it's 
like comparing a 
Robin Reliant to a 
Ferrari Testarossa. 
Adventures have 
changed a fair bit too. 
Once upon a time if 
you could work out 
inputs like GO DOOR and 
UNLIGHT LAMP, you could 
solve anything going. Nowa- 
days you need a degree in 
English Literature just to read the 
manuals. My first adventure was an 
awful Basic program called Haunted 



House, which came on a compilation 
tape. Dire as it was. I still squeezed 
some fun out of it. After that I played 
Pimania from Automata, which could 
hardly be described as a straight 
adventure - more of a bent one - but 
from then on I was hooked. On comput 
ers as well as adventures. Over the 
years Tve written adventure columns for 
Dragon User, MSX Computing, Personal 
Computer News, Your Computer, 
Amstrad PCW and the mighty Your 
Sinclair so I reckon I've killed some 
trolls and bagged some gold in my 
time. I've even written adventures and 
books about adventures.,, (Get on with 
it. Ed) 

Real Adventure Or Pseud? 

The nature of adventures has changed 
over the years too, and these pages will 
reflect that. At one time we all knew 
what an adventure was. It was some- 
thing like Colossal Cave, which was a 
pure and simple text-only quest. The 
graphics adventures game came next 
with the arrival of The Hobbit There 
was still no doubt you were playing an 
adventure - and one of the all-time 
greats. Just think what a 16 bit version 
of that might be like! 

The next step was arcade adven 
tures, which some people {including 
me) regarded as a marketing gimmick 
from software houses who didn't like to 
think they were missing out on sales 
somewhere along the line. Ah -ha!, they 
said - we'll publish a type of game that 
arcade players and adventure players 
will buy! But is it an adventure? Not in 
my book. I'm not saying I don't like 
them, some arcade adventures are 
terrific, but they're not what I term as 
adventures and I won't be writing about 
them if I can avoid it, 

Then there's another type of game, 
your role-playing game ar RPG, An 
adventure? Some purists would no 
doubt exclude them, but they're all 
about quests and problem-solving, and 
to me they are adventures. Mind you, I 
didn't like them until two great games 
came on the scene: the Bard's Tale and 
Dungeon Master, I very quickly changed 
my mind. 

RPGs have developed through the 
Ultima series from Origins, and the 
King's Quest series from Sierra On-Una 
Sierra then began publishing adventure- 
type games that were 90 per cent 
graphics, with the likes of Police Quest 
and Space Quest . At first, being an old 
stick in the mud who's always preferred 
wards to pictures, I was a bit iffy about 
these. They seemed very slow to play 
and not well thought out. Not a patch 
on real adventures. That's still my 
personal opinion but they've improved 
tremendously in the last year and I've 
started to get quite a bit of fun from 
them. I must admit that trying to find 
the naughty bits in Leisure Suit Larry 
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helped win me over? 

So that certainly tells you what 
sort of person I am! {em! I But what 
kind of person are you, eh? I'd like to 
know, so write in and tell me. 

Your Private Bit* 

This is the space that'll be entirely- 
devoted to your thoughts on 
adventure games. I want info about 
your loves (keep it clean!) and hates 
on all adventuring subjects. Not just 
the types of adventures, but also the 
problems you encounter. Are 16-bit 
adventures doing justice to 16-bit 
machines? Which is the best machine 
for adventuring? At the moment it 
certainly seems like more exciting 
things are happening on the ST than 
on any other machine, but maybe 
you're a fierce Amiga/PC owner who 
vehemently disagrees 7 1 And another 
thing: are we losing touch with the 
adventure basics and producing 
games with better 




graphics and sound, simply 
because the machines these days can 
do that? Maybe even... and it's a 
question that never dies.,, you stilt 
prefer text-only adventures? 

As well as airing your views, you 
can also write in and tell me where 
youre stuck and 111 do my best to help. 
If you want a personal reply, you must 
enclose a stamped addressed envelope, 
or an international reply coupon if 
you're writing from overseas. If you 
don't then I'll do my best to answer 
your question in the next available 
issue, but remember that because of 
production schedules you'll have to wait 
at least six weeks to see it in print. Even 
then, I can't guarantee I'll have room to 
use it. 

That's some of the ground rules laid 
down - but if you wont to revamp them 
and lay down your own, you know 
where I am. I don't believe in hiding 
behind silly pseudonyms like the White 
Wizard, the Black Dwarf, Pendragon, 
Gordo Gutbucket or any of that 
nonsense, which usually means the 
adventure section's written by whoever 
happens to be sober that month, This 
section will be written by you! 



MY PLAY LIST 



THE JADE STONE 



I'll be taking a slice out of the adven- 
ture slot each month to tell you what 
I've really been doing adventure- 
wise, ZERO -wise... er 16-bit-wise. 
Maybe I'm hooked on a massive game 
that'll be reviewed elsewhere, and I can 
tell you some things that didn't fit into 
the review; maybe I've been playing a 
mouldy oldie; perhaps visiting an 
adventure company and getting a sneak 
preview of something. Maybe I'll just 
have been scratching my bottom. 
Whatever It is, it's sure to be essential 
reading. 

But do you ever get one of those 
days when you hanker for a good old- 
fashioned simple adventure? Mot one 
where you have to read War and Peace 
before you load it up, not one where the 
box 

contains more goodies than a Christmas 
stocking and the scree ns got more 
icons than the Vatican. Sometimes after 
MHlenium, Populous and even the 
wondrous Dungeon Master, I like to sit 
back and play a straightforward game 
that reminds me why I took up adven- 
turing in the first place. 

Stone The Crows 

I found one this month in The Jade 
Stone by Linda Wright. Just the thing 
for a jaded palate and an empty wallet. 
A common complaint about 16-bit 
games is that they're too expensive, and 
we all cross our fingers when compa- 
nies talk about releasing games di a 
budget price of C9.95. Well if that's 
budget, what's The Jade Stone at £87 
It's a game you should think about 
buying, that's what! 

Linda's had lots of adventure writing 
experience, having written several 8-bit 
games that Incentive thought good 
enough to publish. That's probably why 
The Jade Stone has most of the nifty 
features you'd expect from the best 
commercial releases Uke RAMSAVE and 
OOPS, a TEXT/GRAPHICS option, 
VOCAfl and ALL commands, a choice 
between 40 and 80 column displays and 
so on. AH done with STAC 

Groovy Graphic* 

A word about the graphics - and the 
word is 'great!' Lovely atmospheric 
pictures, with an artist's eye for the use 
of restrained colours. The quest is to 
find the Jade Stone, and of course use it 
to banish evil from the world, this time 
in the shape of MaHumo, a second-rate 
sorcerer. What makes the story different 
is that the main character is a woman, 
who must rescue her boyfriend from 
Mallumo's clutches. A tramp tells you 
that the Guardian of the Stone will only 
hand it over to someone who's loyal, 
kind, peaceful and intelligent, {That 
rules you out. Ed) 

The game starts in and around the 
tou live with your dad, the 



King. In a small house nearby, a little 
boy is crying "I want Scruff H Let's 
hope Scruff isn't the carcass you've just 
seen being hacked with an axe in a 
butcher's shop! But no, return the dog 
to its owner for a reward, and if you can 
manage to get the book out from under 
the wobbly table leg you might read that 
you must " POUR A CIRCLE OF S'** ON 
THE FLOOR AND SAY 
I Just hope they mean 'salt'. 




This is one of th* earlier location* in th* 
gam$. Gal your trunk* ready for a twin? 




Th* Cattle ol Mall u mo ii Hi* final location 
lii fh* game* Interesting brick work there, 
don't you think? 



The problems are nicely set. The plot 
builds nicely too, with different ways to 
solve some of the problems. There are 
several ways to finish, too, but only one 
gives you a full score: an incentive to 
play it over again. You'll like it. I did 



WHAT'S WHAT 


TITLE 


The Jade Stone 


PUBLISHER 


Martin Game* 


PRICE 


£8,00 


FORMAT 


ST only. 


ADDRESS 


19 Brio* Clo*e, Nailiaa, 
Bristol BS 19 IQG 
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✓ Ftoll compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 



✓ Top quality drive 

✓ Due megabyte unformatted capacity 

✓ External plug in PSU (Atari ST) 
t/ Throughput-* {Amiga) 

*< Vary quiet 

✓ S MntLine design 

t/ Colour matched to computer 

✓ Long cable for location 



✓ Full 12 



L 



Don't forgerm prices shown 
include VAT and delivery 



ATARI ST VERSION ONLY 





AMIGA VERSION ONLY 





including VAT and delivery 



AATARf Hardware Offers 



520 STFM POWER PACK 

Amuing vwk», e*mw HMdW ST peonage from Atari I Inductee 520 STFM wtth 1 MEG drive. 

guide. & #S*A Ol public domain software, plus an incredible aateotmn 

« *: 

£349.00 

only Inc VAT & delivery 



joystick, RtouH, user 
or c*ian-1opptno software worth over £5001 Software Inducted & 
R-Typa Paenaru Qui Run NabuLs a it 

MMtainw Stad^tef Bantuzal Starrjoostt nit 
XflPon Firs Muse #>k,r 

QwM II F*a &asie ro ' 




BteoV U 

Siarray 



520 STFM %'6%%% PACK 

fa/1 Las r/c value package, comprising of a 520STFM with 1Mb 
Internal drive, mouse and games joy slick, user gulde T plus 
many extra software titles worth over £620 Jn total ! 



many 

ATAfll HAVE SUFFUEP THE FQtiOWlNS SOFTWARE TIRES : 

Test Dfwg 
Buggy Boy 
Qyaarftiw 

am 



Mart-IB Madress 
Di yond Ice Palace 
Trtunderceis 
Summir Olympiad 
Arkinotd n 
Eddte Edward* Ski 
bun Wamors 



Seconds Out 
Zynaps 



Chopper X 

flafiartifr.iJ 

Stwqu^M. 
Genesis 
Black Lamp 
Thrust 

G r ganiser Business 5/*ara 



FVKHAM MlCBQS HWTIY AN EXTRA SI 70 WORTH OF SOFTWARE 



Slargittte' i SlargJider II 

Camer Command Flying Sriarti 

Tracker 

plus, an extra 5 disks of 
public domain software I 



Sergei 



onlv 9.00 

w ^ Inc VAT & delivery 



520STFM wiilh built-in TV modulator and 1 Mb internal drive 

S20STFM 1MEG Internal drive upgrade kil wrth full Instructions 

520 STFM 1MEG memory uprade kit, requires soldering 

520 STFM 1 MEG memory upgrade fined by JS r 

1 040 STFM witfi buih-in TV modulator, 1Mb drive, 1Mb RAM , 

1040 STFM "Camea Peck' tndudes StargfkJer I a IT. Tracker', 

'Virtu', 'Sentinel', 'Carrier Command and 'Flying Shark" 

1 040 STFM Hyper Pack, including Hyper Point, Hyper Draw. 

Organiser & £50 software voucher redeemable wi\b Atftri „....,...„ 

Mega STT with mono monitor k ... , ........ 

Mega STz wtth mono monitor 

Mega ST4 with mono monitor „ „„ 

SMI 24 high resolution monochrome monilor 

SC1224 colour monitor 

MegaiJie 30Mb hard disk „ ........ 

Vortex HOplus 40Mb hard disk „.„„.„... 

5 25 F External 40/80 track drive (360/720K) IBM compatible 

Vldt-ST 1 6-lone video frame grabber Inc. digitising software 

Philips CM8B32 cotour monitor with ST cable 

Philips CM8833 stereo version of above CM 6832, plus rVV inputs ,, 

ITT CP322& IS. 5" remote Ctrl TVVMonltor, with ST cable 

Connrtver^l^Bes^ous^ 



... £269.00 

£74.95 

E89.00 

... £119 00 
... £399 00 

... £419 00 

m £429.00 
. . £599.00 
... £849.00 

£1099 00 
.. £119,00 
.. £279.00 
.. £439.00 
..£51900 

£99 00 

£95.00 

... £219 00 

. £239 00 
,.. £229.00 
..... £22.95 



DOUBLE TAKE! 
PYE 15" FST 
TV /MONITOR 

(MODEL 2325) 


resolution FST colour TV/moni- 
to-r 1-p auil rhe ST or Arrwga. 
Feaiurea tehlexl. lull infra-red 
remote centres, EuroconnectOf . 
VKleo/Audk) Input and head- 
phone output coertedori, 40 
tuner preset*, external aerial 
connector and loop aanal Sup- 
pled wrth cable (phase stats 

computer Type when cretonne | 


GREAT 
VALUE 1 

£269.00 

include* VAT 
dvd cornputer 
connedion laod 


AMIGA 


ACCESSORIE 




A501 RAM /dock expansion unit lor the Amiga 500 £119.00 

External 5.25" 4u7BQ track swrtchable floppy drive £1 14 95 

Omega Projects MIDI Interface including 30" serial connection lead ... £29.95 

Vortex System 2000' 40Mb hard disk, wtlh interface A software £529.00 

ITT CP3228 16.5" TV/Monttor with full ram / drl A SCART cable £229 00 

Philips CM8633 stereo sound colour monitor. c*w Amiga cable £239.00 

Amiga 500 dust cover £4 95 



R>F=tlN- 

include VAT delivery & cable 





Vtf \,\f.r 4 iFid iDCOmwrm Sl.ir pi'nrcr* 
f.hnrr triry f-llf .in nnno.i1.H>l«* com 
hiMilI'Dn ol If-.tlui-r^ pnnl rfmili'v 
bUrly .irifj v.HirC Mi)*C (hf UflliMF 
uc-ci^ion nci ■! i»njr*l wilh >■ SUn pr-mrr 
Ol Our uprciol All m UtiCeSs 



Hugely successful 9 pin pnnitu the Slar 
LC10 provktea 4 NLO fonts {96 pflm 
combinationsl at 36cps and I44cps draft. 
Includes 4K buffer and IQM/paraltel imer- 
lece, Iron! panel operation, plus paper 
parking, allowing single sheets to be used 
without removing {rector paper 

LCS4-10 



Only £169,00 

Colour wenlon also available, 

Only £215.00 

PTlcaa includa 2 extra 
pocia fraa ol 

low price 

NLQ fonts, 
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multifont 24pln 

Slar FH-10 9 pin 30O>76cps with 31 K DUtTaf 
EE-PROM memory & 12 months on-site 
Star FR-15 wide carriage version of above FR-lQ 

Star LC-1 5 wide carneoe version of above LQ10 

Panasonic KXP1081 reliable + sturdy 9pin \ 0" printer 1 20724 cps 

Panasonic KXPt 180 feature-packed multifont 9 pin 1 1" 

Panasonic KXP1124 good specification multifont 24 pin 11* 

NEC P2200 budget 24 pin l68/5«cps ~ ,■„.„„,„. 

Epson LX400 (was LXSOO} budgel 1 0" 1 90/25 cps 

Epson LQ5SO good 24pin 15<V50cpa ,,. 

Citlien 120D budgel 9 pin prinler 120 cps ... 

Mannesmann Tajly_MT-ai 130/24 cps. ^.. m . 



£236 



£309 00 
£499.00 
£329 00 
£169 00 
£199 00 
£299.00 
£31900 
£179. DO 
C3 19.00 
£139.00 
E14B.O0 



3.5" Disks 



10 Bulk packed DS/DD 3,5" disks 

with labels, fully guaranteed , 

25 bulk disks as above , 

10 drsks as above with plastic caM ; _ 
25 disks 9s abOvOr with 40 cgrjacity 

locksbla storaQo unit .. — .. 

Kodak DS/DD 3,5* disks, top quality 
storage madia, fully guaranteed Bex of 10 



E 9.95 
£22.95 
£11.96 

£29.95 

E17.&5 



How to order from 



Evesham Micros 





Phone us with your 
ACCESS or VISA 
card details on : 

IT 0386-765500 



all pdcti Include VAT ind dellirary. Eiprasl Courier delivery £5,00 eztn, 



ISaTl s '*d cheque, Postal Orier 
^ or ACCESS/VISA cant delate 



GevL, tduc & PLC orden wtkomr 
Saint day dttpatch whrn-vrr possiMt 
All p»di su bjen to tvtikbUr^ L&OJL 
Open te csiton 6 injt, 1 JNtJI 



Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
m 0386-765500 

fa* 038fi- 765354 
telex 333294 



Atie IfH Pwttm C^wMfr, Blrsaa|fcui BJB JBH Tsl- ttl 43a 45*4 



your adventures 




Now here's the bit 
that's written by the 
real adventure 
experts - yeu ! 




This is the spot in Adventures' 
where I'll deal with whatever 
you'vr bnen up to each month - 
concerning adventures, that is! Your 
private life is your own affair (though 
you can send me the photos for my 
private collection if you like). 

If you've written an adventure and 
want it reviewed, send it in. If you've 
solved a trillion adventures and want to 
help people out with them (or you just 
want to brag about it) let me know. If 
you've discovered any nifty little 
routines for use in programs like STAC, 
well here's where you can tell the world 
about it. 

Spent the last month putting 
together your own adventure fanzine, or 
playing a game for days on end? Think 
an adventure is under-rated, over rated, 
bug-ridden or the greatest thing since 
the invention of knicker elastic? This is 
the place for you. I'll be telling you 
about my adventures on the adventure 
scene, so you tell me about yours. 
Okay? 

As this is the first issue and no- 
one's had a chance to write in yet, I'm 
going to tell you this month what John 
Barn*!* v and Sue Media y have been 
up to - whether you like it or not! 
They'll be regular readers soon anyway, 
like the rest of the intelligent adventure 
playing public. 

Sue Medley's run an adventure slot on 
Micronet for some time, and each year 
helps organize the Adventurers 
Convention down in Sutton, Surrey. 
John R. Barnsley set up and ran 
Soomsayer magazine for a year, and is 
a regular contributor to adventure fanzi- 
nes with his clues, solutions and 
maps.The two of them have got 
together and the result is a bouncing 
baby called SynTax, 

Thumbs up for SynTmx 

SynTax is a disk based adventure 
magazine for ST users. The idea of disk- 
based magazines is an exciting one, as 
long as they use the disk to do what it 
does best - which isn't trying to emulate 
a regular magazine. Use lots of screen- 
shots, include complete programs, 
demos and even little programming 
routines, and you could be onto a 
winner. Just reproduce pages of text 



and you'll never emulate a magazine 
like ZERO - but will cost three times the 
price. 

SynTax has made a good start 
with its firsl issue, though there's room 
for improvement.That may well come, 
as Sue tells me she's lined up a demo of 
The Pawn for issue two, which will also 
contain an interview with Al Lowe, 
creator of Leisure Suit Larry. Mean- 
while, back at issue one, you get nine 
full solutions to games, including the 
one, the only, Dungepn Master, as well 
as hints to several more. There's a news 
and adverts section, a feature by John 
Barnsley on the history of Sierra Line, 
and reviews of 12 adventures, though 
some like Lancelot and J/nxter are 
hardly brand new. There are graphics 
screens from some games, so you can 
see what you might be buying, but I'd 
like to see th<s aspect of the magazine 
improved as well as a section on STAC, 
including readers' routines. 

What interested me about SynTax 
is that it's written in STOS Basic, 
showing that the program's more than 
just a games-writing utility. It's a well 
thought out program, and you can click 
back and forward through files, and get 
back to the main menu at any time, as 
well as print out anything you fancy - 
useful for the lengthy solutions. 

SynTax will be out every other 
month, so issue two will be available by 
the time you read this. It costs £3.50 UK 
and Europe, £5,25 outside Europe by 
airmail, available from Sue Medley, 9 
Warwick Road, Sidcup, Kent DA14 6LJ 
or John R. Barnsley, 32 Merrivale Road, 
Rising Brook, Stafford ST17 9EB, I like 
John's postcode! 



THE FINAL CURTAIN 

Right now It's your turn to 5 end 
me your hints and tip's, problems 
□ nd ony other juity bits of info 
(keep those Readers' Wives 
photos cominglj! Whatever 
you've got to say on the subject 
of adventures soy it to me, The 
Man With The Beard, Adven- 
tures, ZERO, 14 Rathbone Place, 
London WtP IDE. 
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60 Boston Road, London, W7 3TR 

Other branches - 309 Goldhawk Road. London. W12 8EZ 

18 Market Square. Leighton Buzzard. Beds ^^^^^ 
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CLAIMS 
TO FAME 




These pages are all yours. 
'Cos Yikes! is the section 
where you get your chance 
to be fun ny / wocky / pithy/ 
dry or downright stupid. 
Seeing as this is Issue One, 
we haven't got any 
letters at oil, so we're going 
fa 'start the ball rolling' 
ourselves... 




Have you peed in the gents 
alongside Jeremy Beadle? Drunk 
too much and vomited in 
Richard Baker's front garden? 
Camped out in one of Claire 
Rayner's stockings (with Claire 
still in it)? Yeah yeah, we believe 
you. But we need photographic 
proof. Here are some of the 
ZERO team's claims to fame to 
give you an idea...... 




Editor 

Jackie 

sharei 

ieme 

baked 



Deputy 
Sean 



mariiyn 



It doesn't matter who you're with - 'Lesley Judd at a super- 
market opening ceremony' will do. So will 'In bed with Tom 
O'Connor and his mistress' (although you might get a bit 
more dosh by sending this one to The News Of The World - 
but send it to us anyway). Send all your photos to Yikes, 
ZERO, 14 Rathbone Place, London WlP IDE. 
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readers pages 



INTERVIEW! 



Every month, Yikesl interviews a 'famous person' 
on the telephone* We were thinking of doing one 
with Tommy Cooper, but as he died about four 
years ago we did one with Jeremy Beadle instead,.. 





"I'm net an actor, I'M 
not a singer, I'm not 
a comedian. " 



"I'm 
I'm a 



ight! Let's begin at the start. 
Where were you born? 
Beadle: Hackney. 
Yikesl: Mmmmm. Nice place. Urn... 
Errrr.,, 

At this point there's a little bit of 
panic in the ZERO offices as everyone 
tries to think of an 'interesting' question 
to ask.,. 

Beadle; Hello, hello? 

Yikesl: Can you hang on a minute 

please? 

Beadle: Well 
no, not really, 
no. I'm very 
busy actually. 
Yikesl: Oh, 
alright then. Urn.. .at, urn, school, were 
you a birrova' joker. 
Beadle: Oh yes, very much so. Defi 
nitely. Oh, totally. 

Yikes!; What kind of wizard japery J 
did you get up to? 

Beadle: Er... the bicycle over the lamp- 
post, the trousers up the school 
flagpost. All the normal stuff. 

Yikes!: Yes, 

everyone does 
that. Erm..,.. 

Another 
moment of mild 
panic as the 
ZERO staff try desperately to come up 
with the follow on question'.... 
Beadle: Hello? Are you still there? 
Yikesl: Sorry, yes. Urn, did you get in 
any trouble for playing these pranks: 
you know, did you get the cane or 
anything? 

Beadle: Oh, bloody hell yes • at least 
once a week. 

Yikes?: Really. What kind of area were 

you hit on? 

Bum? Hands? 
Knees? Where? 
Beadle: It was 
on our hands or 
get sent to the 
head and get it on the arse. 
Yikesl: Really? 

Beadle: Yes! And our art master used 
to have a cupboard with six different 

cartes, and they all had names 

Yikes!: By jiminey! 
Beadle; Yes. I can't remember what he 
used to call them. Um, there was one 
called Grand Harry 



m not a magician, 



"I've not the world's 
worst taste in music* 0 



Yikes!: So you can remember then. 
Beadle: Do you want an interview 
or not? 

Yikesl: Sorry. Was this a normal 

school, or a drama school? 

Beadle: {Getting all stroppy) Whaddya 

mean 'drama school'? I never went to 

drama school!! 

Yikesl: Yikes! Sorry. 

Beadle: It was a Secondary Modern 

school: it was a normal school... 

Yikes!: In Hackney? 

Beadle: No no no no no Istill a bit 

stroppy), this was in South London, 

Yikes!: Oh. What was your favourite 

school dinner? 

Beadle: Cooorr! Bloody 'ell! (He thinks 
about it for a bit J Gypsy tart!! 
Yikes!: Sorry? 

Beadle: Gypsy tart. It was a desert. We 
all used to go for Gypsy tart. And chips. 
Yikes!: Sounds nice. 

Suddenly one of Jeremy Beadle's 
other telephones goes off, and we get 
put on 'hold' for a bit. 
Beadle; Sorry 

Yikesl: That's okay. Um, when did you 
leave school? 

Beadle: At sixteen. I was expelled 
actually. 

Yikesl: They didn't find your jokes' 
very funny then? 
Beadle: Apparently not, no. 
Yikes!: So f um, what was your first 
job then? 

Beadle: My very very first job was 

working as an insurance clerk me 

whitters on for an aeon about the 

insurance clerk job)... 

Yikes!: That sounds a bit boring. 

What was the most crap job you've ever 

had? 

Beadle: I ve had loads and loads and 
loads of jobs, I was a lavatory attendant 
once, it was wonderful: this was in 
Germany, I even had to pass a test. It 
was a written test, and I didn't speak a 
word of German, so God knows how I 
managed to get the job at all. I got the 
sack, though, for locking people in the 
toilets. I worked in a bakery once as 
well. \ actually worked INSIDE the 
ovens, 

Yikes!: You're lucky to be alive 

then. Er.... 

Another quick discussion ensues in 
the ZERO office: "What can we ask him 



now?" M Er. How about his tastes in 
music?" comes a rather obvious 
suggestion from the corner... 
Beadle: Are you still there? 
Yikes!: Sorry, the phone fell off the 
table, Um... er... what kind of music are 
you into? 

Beadle: I've got the world's worst taste 
in music. I particularly like country 
music. 

Yikesl: Oh dear. Do you like Tammy 
Wynnette? 

Beadle: Yes, yes, I love Tammy 
Wynnette. I like Julio Inglesias as well. 
Yikesl: Oh dear. How did you actually 
'get into' television? 
Beadle: Well, it was a matter of 
osmosis really. 

Yikes!: Eh? You mean you passed 
through a semi -permeable membrane? 
Beadle: No, it was drinking in the right 
bars. That's quite important in televi- 
sion. It's what television's all about. It's 
a question of 'who do you know' and 
'who likes you' - what you've got to do 
is pick your enemies well It's importani 
to have enemies, though, because 
people jparticularly British people) like 
taking sides. You just hope that the 
majority of people are going to take 
yours. Anyway, my TV career started by 
writing bits and bobs for the influential 
people I met in pubs. My first break as a 
television 'presenter' was after I'd 
written a series for Willie Rushton - who 
then couldn't do it - so the producer 
asked if I could step in instead. Which, 
of course, I did. 

Yikes!: You were saying it's important 
to have enemies. Um, we were wonder 
ing if there's any truth in the tale that on 
a live recording of G&rne For A Laugh, 
you and Henry Kelly actually got 
involved in a fist fight and creamed each 
other in the chops in front of the studio 
audience? 

Beadle: Where did you hear that? It's 
not true at all. Absolute rubbish. 
Yikes!: So who are your enemies 
then? 

Beadle: Ah.... 

Yikesl: Michael Grade? Leslie 
Crowther? Tarby? Roy Castle? Floella 
Benjamin? Rod, Jane and Freddy? ...Um, 
you're not going to tell us, are you? 
Beadle. No. 

Yikes?: Oh. Okay then. Bye. Click. 



112 



ZERO 



FRONT PAGE NEWS 

Have you got a really useless 'local 
paper'? You know the kind of thing 
we mean, The Penge Mirror or the 
Huddersfieid Echo ■ the kind of paper 
where the main story on page three is 
all about some elm trees being pruned 
(or something). Weil, we think it's about 
time that these extremely interesting 
Stories were given slightly more 'na- 
tional' exposure. So, scan your local 
weekly <or daily), cut out the most 
yawnsomely tedious piece you can find, 
and send it to us - well do the rest. You'll 
win a splendiferous ZERO T-shirt {as will 
everyone else who gets something printed in 
Yikesll and we'll send a ZERO 'Most Boring 
News Story In Great Britain This Month' 
Certificate to the newspaper. How thrilled it'll 
be! Here's one we found in The Surrey Mirror, 




READERS WIVES 
{AND, ERM, PETS 
AND THINGS) 

This is the Fiesta part of the 
mag except it r s not quite as 
'rude r : no Duck Billed 
Platypus shots here, matey. 
What we DO want r however, 
are snapshots of partners (or 
even friends or relatives) in 
an embarrassing pose. Yau 
know the kind of thing - the 
sort of shot where the 'pho- 
tographee' didn't know a 
camera was about to go off 
and was in 
the middle 
of a particu- 
larly ridicu* 
lous facial 
expression. 
Or maybe 
you can 
'borrow' 
someone's 
passport 
photo. You 
can even 
send in 

shots of pets (and these CAN 
be rude - after all, David At- 
tenborough has footage of 
elephants mating: and that's 
not considered over the top). 
Oh, and send a bit of info 
with each picture, so we can 
do a little write-up. 





bvy'a ""off this men? A 
pretty grim ppitpert pis by 
anybody* 



ASTRONOMY CORNER 

By Protestor Barnard Nebula 

Bad news for NASA I'm afraid, and remember you read it 
here first but things have gone awry with the depend- 
able old space probe Voyager III. Shortly after photo- 
graphing Neptune (and, I must add, what an absolutely 
super job it didj t the radio signals became very weak and 
then, all of a sudden, fizzled out. NASA's worst fears 
have been confirmed by the computer enhanced pictures 
taken from the final radio 
transmission.... the solar 
system is surrounded by 
the sticky web of a mon- 
strous space-spider.' 

Taking a tip from ITN, I've 
dragged Heather Couper (the 
only female astronomer in the 
world) out of the closet. Here's 
what she had to say: 

"Amazing, totally amazing, 
giant web, gigantic Space Spider, 
might be heading towards earth, 
we're all trifficly excited, I can't 
convey the atmosphere here 
Bernard, huge spider tremor 
dously exciting stuff, must go 
now. 
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BUILDING TIPS 

By Robert McAlpine 
Junior 

Hello. My name's Robert 
McAlpine Junior and I'm 
going to be here every 
month to help you through 
the construction and 
demolition jungle: and let's 
face it - it is a jungle out 
there - a lot of builders are 
'latter day cowboys'. Rest 
assured, though, that I'm not 
one of them, and in my first 
helpline I'm going to give 
you a few tips on how to 
remove an interior support- 
ing wa I 

PREPARATION 

(1) Ensure all windows in the 
house are firmly closed, 
f 2} Turn off tat the mains) the 
gas, water and electricity 
supplies. 

(3) Siphon the water 
out of all the house- 
hold lavatory 
cy sterns, and 
ensure baths and 
basins have their 
plugs in place. 

(4) Remove all 
downstairs and 
upstairs carpets. 

(5) Secure any 
exterior TV ariels 
to the ground 
with rope. 
{6) Send any 
pets to 
kennels (or 
get the 
neigh- 
bours to look after them) 



THE JOB' ITSELF 

(1) Set up not one, but three 
scaffolded supporting joists 
{this gives a 66% margin for 
unit failure). 

(2) Strip off all wallpaper ex- 
tremely carefully (you may 
be able to re-use it). 

(3) Soak the plaster in Sugar 
Water and chip It away. Take 
care not to damage the 
bricks beneath, as these are 
potentially re- usable as well. 
{4) Once the plaster is off, get 
a sturdy screwdriver and 
begin scraping away the 
pointing between the bricks. 

This last stage takes quite 
a bit of time, as you can 
imagine, so I'll continue next 
month. But as you can see, 
there's no reason at all why 
removing an interior sup- 
porting wall should be a 
messy or dangerous affair if 
you do things the Robert 
McAlpine Junior way that is. 

Any construction or demo- 
lition queries? Or maybe 
you've got some short cuts 
or tips? Write to McAlpine 
Junior - he ll get you sorted 
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THE PRIZE CROSSWORD 

Right when you've filled it in *end it to Priw Crossword, Tikes L 
14 Rothbone Place, London W1P IDE* First torr«t #nrry out of 
the hat gets a prize. 

ACROSS 

I Vehicle for street celebra- 
tions (S) 

7 Spilling into the pigs will <4) 

9 Coating for a dish? (5} 

10 Thoroughfare (4) 

II Charming (8} 

14 To govern our periphery 
(51 

15 Possesses (4) 
17 Akin <4| 

19 Agreement in Warsaw, 
perhaps? (4) 

21 John is always addressed 
this way (4) 

24 Blase 15) 

25 Comprehend O) 

27 One time {4) 

28 Washed, as in squeaky (5) 

29 Honey wine (4) 

30 First class (3,5) 



DOWN 

1 Isthmus 17) 

2 Alibi in rhyme {6) 

3 The perfect thing! 

4 Android 19) 

5 Chunk of rock 14) 

6 Type of sword 14) 

7 Given a bad review? (61 

8 Just {4) 

12 Chaos <7> 

13 Edge (3) 

16 Positioned within area 16) 
IS Instructed (7) 
20 Beer 13) 

22 Scope (6) 

23 Match wood (4) 

25 Amphitheatre {4} 

26 War wound, perhaps? {4) 
28 Tracey Chapman's got a 
fast one {3} 




GIVE OR TAKE 

Want to get rid of that old Dragon that's been lurking under your bed lor 
the last six months? No, not your Aunty leryli That old computer you'd like 
to sell. Got some software to swop? Looking lor a Pen Pol? Or do you just 
want to tell the world what you've had far breakfast? Well, here's the 
place. Put an advert in Give Or Take - for FREE! All you've gat la do is fill in 
the coupon below and send it to Give Or Take, ZERO, 14 Rathbone Place. 
London Wl P IDE. But remember you cannot sell software, or your granny, 
and if you're operating o business you'll have to advertise in the 



HOLD IT! 
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BOOK YOUR FREE AD HERE 

If you'd Fike to advertise in Give Or Take, please wrile in BLOCK CAPITALS below and «nd the coupon 
to Give Or Take. ZERO. U Rathbone Pl*C*. London W1P IDE Oh, and don't forge* V n.ir artilreu and 
phone number We can't accept any sohware sale*. And privet advert.Bsrs will have to advarHaa in the 
Ctassifi-eds section 

Plaaae include my edvert Iwhich is no more ir»an 30 word** under The loll owing heading; 
HARDWARE □ SOFTWARE □ P£M PALS □ LONELY HEARTS □ WANTED □ FANZINES □ 
MESSAGES AND EVENTS □ BIRTHS. DEATHS. MARRIAGES AND DIVORCE □ 



Nome 



Addwa 



Po.t Cede 



Don't w scissors to mutilate your mag. use o **»pel. Alternatively keep your meg inlet 
e phoiocopy. 

WARNING 2ERO cannot nuaianlee 10 place every *d received. 

3-= ------ -«---"-■■ 
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If you think "Oh, I can't he 
bothered to send anything at 
the moment, it II never get 
printed!" then you're an idiot. 
Think about it for a picosecond; 
this is a first issue, which 
means wa haven't yet got a 
backlog of mail - so you see, 
there's no better time to write. 
Scour your photo albums/local 




papers/plumber's merchants 
NOW 

Everyone who sends something 
in that gets printed will win 
themselves a rather brilliant 
ZERO T-shirt. So if you've got a 
letter for Black Spot or a tip for 
Robert McAlpine or anything 
else that you want to see in 
print, then send it to Yikei!, 
ZERO, 14 Rathbone Place, 
London. VY1P IDE. 



Launch Editor/Publi.her Teresa MeuDhHii Editor: Gergih Hemic*. Deputy Editor. S«*r Kelly; Senior Staff Writer: Duncen MecDonaLd, Muelc Editor: l.m Faming, 
Artl.tt* Editor: Alan Tonkina. Coneole Action Editor: R^hard Morileiro; Adnnturt* EdttOf : Mike Garrard; Teehnfe*! Erfttor: Davtd McCandlre: Pr' 1*1 lifts* 
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Judith Middleton Marketing Manege*: Bryan penyer; Circulation Manager: June Smith Finance Director: Colin Grawiofd. Publiehing Director: HichiHJ Howell; 
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SPA CE* MA G1C and M\ STER 1 ♦ The epicjounm through , 





TIMI is a visual feast, with over 100 locations and scores of animated characters, 
V large nrhiting (tpare shilion In explore, lime machines tu discover and journtv s 
to make into the past. Brave the biittfetkldsoFthe Crimea, escape the lions of the 
( irvus Minimus and locate the Amulet of Merlin. 

1 1 Ml-! in the journey i»f ;i liMinir! 
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Only possible for AMIGA and ATARI ST £29.99 
Over 3 disk* on ST ami 1 disks on \mig;i 




EMPIRE SOFTWARE 4 THE STANNETTS LAINDON NORTH TRADE CENTRE 
BASILDON ESSEX SSI 5 60 J PHONE 1 5411 26 
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DEPTYS, 19 Melne Road, 
Stevenage, Herts SG2 8LL 
ENGLAND 
'GAMES E! IT (0438) 728042 



Address 



Tel, 



<Z1 1 



SEND TO- KEY SOFTWARE. 1 UPPER PARK ST.. HOLY HE AO. GWWEQDUE5 1 HA 



ZERO 




THE ZERO/VIRGIN-MASTERTRONIC COMPETITION 



1 ■*■* 



IT'S A 
BLINKIN' 

STIFFY.... 

(and it comes in three parts} 



WIN £ 50,000 WORTH OF PRIZES! 





FIRST PRIZES 



30 (count 'em, 50!!!) Sega Super Systems (loch 
with the Sega console, two control pods, o light-gun, 
3-D glosses and a free 3-D gome to get you 
started),,, 

50 (count 'em, 50!!!) Goodmans 'Yuppie Blaster' 
CP radios (each with 16 track programmable 
memory, 5 -band graphic equaliser, turbo bass boost 
and loads loads more) 



SECOND PRIZES 



25,000 quids worth (blimey!!!) of Virgin/ 
Mastertronic software Lift, about three squillion 
totally brilliant games 



RUNNER-UP PRIZES 



10,000 quids worth {crikey!!!) of money saving 
vouchers so you can save Heaps of dosh when you 
go shopping,.,-- 



The total value of these fabulistic prizes is fifty 
bliiiiitiin' thousand 'QUID*!!! And that's rather a 
lot of money!!! 

Turn over to see what you've got to do, but first... a word from our sponsors: 
This unbelievably gmormous throbboid of a competition is being brought to you 
by... (I) The awfully nice people at Virgin /Mastertronic (2) The awfully nice 
people at Goodmans (3) Us, the awfully nice people at ZERO (4) A three-toed 
sloth called Barry [Number four's not very true actually. Ed). 




I CARD I 
I NUMBER I' 




You want 
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competition p 
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us 

hard??? •« 
With an 'v 



extremely 



long lit! < 
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Commodore user 



hooka bifity to boot. Oi 
player it's great, two 
players it's unbeatable. 

BLADE SOFTWARE UMITED C +VG 

BROOKLANDS NEW ROAQ ST. IVES, CAMBRJDGESHIRE PEI7 4BG TELEPHONE 0480 496497 
Amiqa £19 95, Atari ST £f 9.95, P.C £24.95. Archimedes £24 95.C64cass £9.95, 064 disk £19 95, Amstrad CPC cais. £9,95, ArnstratJ djs* EH.i 

Spectrum cass £9.95, Spectrum disk £19.95 and MSX £9 95 
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THE ZERO/VIRGIN-MASTERTRONIC COMPETITION 



AND IT COMES IN THREl PARTS.. 



Yes, the competition comet in three ports. This is port one, (surprise, surprise} 
and parts two and three will be turning up in the next two issues. You'll have to 
collect all three competition 'cord*' and using the map, answer oil the questions 
set. Then you'll have to cross reference between them, come up with an answer 
[preferably the RIGHT answer)., finally send us the coupon you'll be getting 
(in issue three)* 



BUT WHAT DO YOU DO??? 



Aha I Now there's the rub> We've shown you the prizes. We ve given you the 
map. We've explained about the compo 'cards'- But we haven't told you what 

to do, So here goes- 
Each month well be giving you (via a cryptic clue} a storting point on the 
map. From there you'll be sent on a little jaunt, cross fields and dales {well okay 
then, roads and avenues} and told to note down certain destinations en route. 
You'll have to keep a note of all the destinations each month, as you'll need fo 
refer to them all to complete the competition. Follow the clues below to find your 
first destination. 



Karl Marx rises from the dead and points a 
porky finger towards a rather 'sausagey' 
I road* Walk up this and 'do a right.' Take the 
next right, the next left and you should find 
yourself 'chez monsieur le ffacfeur.' From 
here, head down the hill of rather tall gates 
and down the first road you come across to 
starboard. Very soon you'll come to the kind 
of road that geologists would like to live in. 
All you have to do is jot down the name of 
the very next road you come to (on the same 
side of the road you're on already). 

Next... 



WHAT NEXT??? 



Next, turn left.,, erm, well actually we've almost run out of room. This is o bit 
like the end of most editions of Brocfckusrers - you know, the bit where Bob' 
Holness says "I'm afraid there's no time to go into the ©old Run right now {and 
he pauses as if you don't know exactly what he's about to say next) .... It'll be 
RIGHT at the beginning of the next show. Goodbye for nowl" 

What that means (in case yo« haven't caught on yet) is that we'll be felling 
you in next month's 'instalment' exactly where to wander next with the map on 
mis cord. So don't lose it. Erm... See you next month. 
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BLADE SOFTWARE LIMITED 
BROOKLANDS NEW ROAD, ST IV£S, CAMBRIDGESHIRE PEI7 4BG TELEPHONE 0480 496497 ^| 
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